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So we reviewed two games based on anime licenses in this issue and both of them 
scored four stars. It's an interesting turn of events and leads me to pose the following 
question: What's the world coming to? 

What's the world coming to when a racing game based on Digimon is almost be as 
good as the immortal Mario Kart ? What's the world coming to when a Dragon ball 1 
fighting game is just as much fun as a Street Fighter or King of Fighters title? What's 
the world coming to when one can buy a GBA game based on a popular cartoon and 
not be obliged by good taste to smash it into tiny little bits with a big hammer? 

Well, I can't say for sure, but I sure hope things keeping going this way. It's about time 
.games started to do justice to the licenses they're based on... don't you agree? 


Nes~ 


Dan the Cow is producing 
much milk and satisfying the 
land of Spira. (Don't ask - Ed) 


300 missions and 160 hours 
later and I've finally completed 
Final Fantasy Tactics. Phew! 


Kill the wabbit! 


March £ 


Wanna buy me a new one? 


Rhetoric! And you believe it? 


I'm going to lapan! Again! But 
Nintendo won't lemme come 
visit (Can you blame 'em? -Ed) 


Dan 



Mario's first appearance was in 
'Pong' (1932). He was a 
carpenter called Paddle A'. 


(Suszen would write a 
comment but she's too busy 
designing the mag! - Ed) 


Harry Potter has stolen my 
soul... just like the crazy zealots 
said he would! 


WT/ -' " 
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GBA WORLD HITS DOUBLE FIGURES 

Hooray for us - we finally made it to our tenth 
issue! Here's to another ten... and another ten 
after that! Oh what the heck, let's just say 
we're going to be around forever! Big ups to all 
our readers for keeping us alive and making 
GBA World the best games mag on the planet! 


NEW GAME BOY ON THE WAY? 


In an address delivered at the recent ELSPA 
Games Summit, a European representative 
of Nintendo strongly suggested that a 
"true" successor to the GBA was on the 
way and may hit shelves as early as 2006. 


"New Game Boy iterations are under 
review right now," said Nintendo's David 
Gosen. This comment follows hot on the 
heels of similar comments made by 
Nintendo president Saturo Iwata, who had 
earlier hinted that the upcoming Nintendo 
DS was something of a test-subject that 
Nintendo would put on the market while 
the company develops the next iteration of 
their hugely successful Game Boy brand. 


NINTENDO WANTS YOU 

... to decide which NES classic will be the next to 
make it to GBA. Those who follow the American GBA 
scene will know that Nintendo has been releasing 
GBA ports of old NES classics, such as the original 
Super Mario Bros, and Excitebike, and selling them 
at bargain bin prices. Now they've got a poll on their 
American website (www.nintendo.com) asking 
gamers which classic they'd like to see get the port 
treatment next Frankly, we'd rather they hurry up 
and finish Minish Cap than spend their time re- 
releasing 20 year old games... but maybe that’s just 
us. 

At present, there are no plans to release the NES 
Classic Series in Australia. We'll update you if this 
situation changes. 


» 


Of course, all of this is still quite 
speculative. As soon as something more 
concrete comes our way, you'll hear about 
it. Stay tuned for further developments. 
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You like Spiderman, don t you? Of course 
you do. We bet you'd like to go and see 
the new Spiderman 2 movie. Maybe you'd 
also like to play the new Spiderman 2 GBA 
game. If you're a real Spiderman fan, 
there's a good chance you'd also like to 
own a pair of Spiderman boxer shorts and 
maybe a Spiderman poster too. Well, lucky 
you! 
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Thanks to our friends at Activision, we're 
giving away FIVE awesome Spiderman 2 
prize packs. Each of these packs contains 
the following wicked goodies: 


IX SPIDERMAN 2 GBA GAME 
IX MITCH-DOWD SPIDERMAN 2 BOXER SHORTS 
IX SPIDERMAN 2 DOUBLE MOVIE PASS 
IX SPIDERMAN 2 POSTER 








If all you Spiderman fans (and 
we know there's a lot of you) 
want to win one of these 
awesome packs, then all you 
have to do is put the answer to 
the following question on the 
back of an envelope and send it 
along to address provided: 


Q. What is Spiderman's 
real name? 


To be perfectly frank, we couldn't 
have made this question any 
easier without actually skipping 
it altogether and just giving you 
the answer - so that means 
you've got no excuse not to 
enter! Get cracking! 


Send all entries to: 

Spidey Comp 
GBA World 
78 Renwick St 
REDFERN, NSW 
2016 

Comp closes on 17th of August, 
so get going and good luck! 


Comp Rules: Only one entry per reader is 
allowed. Multiple entries and padded 
envelopes will be binned immediately. No 
competition mail is opened, so please do 
not include letters, artwork or any other 
correspondence in the same envelope. 
Thanks. 


Spider-Man and all related characters, TM & c 
2004 Marvel Characters, Inc Spider-Man 2, the 
movie, < 2004 Columbia Pictures, Inc Game code 
c 2004 Activision, Inc All rights reserved. 

MITCH DOWD STOCKISTS: 

Kmart Big W, Myer, Best & Less 


MARVEL 


/ nc 









































WIN! WIN! WIN! 
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► After many years of individual 
success on pretty much every 
gaming platform under the sun, 
Crash Bandicoot and Spyro the 
Dragon have at last teamed-up! 
Crash and Spyro Fusion will 
undeniably be two of the biggest 
GBA games this year, and - as you 
probably know - we're the kind of 
mag that likes to celebrate big 
games with big prize giveaways. 
What do we have in mind for this 
particular momentous occasion, 
you ask with a greedy gleam in 
your eye? Well with the help of our 
friends at Vivendi Universal 
Games, we are giving away FIVE 
tasty Crash/Spyro Fusion prize 


packs each of which includes a 
copy of Crash Bandicoot Purple: 
Ripto's Revenge and Spyro the 
Dragon Orange: The Cortex 
Conspiracy. That means you'll get 
both games at once so you can 
enjoy everything each has to offer! 
Pretty cool, don't you think? 

Now, given that you've probably 
noticed the big line-art drawing of 
Crash Bandicoot on this page, 
there's a good chance that you 
already know what you have to do 
to have a shot at winning these 
cool prizes. That's right we want 
you to colour-in Crash and send us 
the results. You don't have to do it 


like the "official" version - just be 
creative and colourful and you'll 
have a good shot at winning! And 
yes, if you don't like theidea of 
ripping up GBA World, please feel 
free to photocopy this page and do 
your colouring on that 

Send your entries to: 

Crash Colouring Comp 
GBA World 
78 Renwick St 
Redfern NSW 2016 


Comp closes on the 17th of August, 
so get colouring and good luck! 













1 x Wizards of the Coast Cap valued at $14.95 (not shown) 


Now, as you know, it wouldn't 
be a competition if you didn't 
have to do something to win. If 
you want to get your hands on 
one of these awesome packs, 
then you're going to have to 
answer the following question 
for us and send it along on the 
back of an envelope to the 


Send all entries to: 

WoTC Comp 
GBA World 
78RenwickSt 
REDFERN, NSW 2016 

Comp closes on 17th of August, 


Q. In the Star Wars universe, 
what is the preferred weapon of 
a |edi? 


Now that's an easy question if 
ever there was one. Heck, we'll 
even give a big hint and say the 
name of the weapon we're 
talking about begins with the 


WICKED WIZARDS OF THE COAST PRIZEPACK COULD BE YOURS! 


You've probably heard of Wizards of the Coast They're the guys and gals who do the Duel Masters, 
Neopets and Star Wars collectible trading card games. Got a good idea who we're talking about now? 
Yeah, I thought so. So, okay, you know who WoTC are and you know what they do... but did you know 
that they've given us FIVE snazzy prize packs to give away to our lucky readers? And did you know that 
we're giving them away, right here and right now? You did? Well okay, then - let's tell you what you need 
to do to win one! a * 

it 

Each of the five prize packs up for grabs contains the following goodies: £» 


1 x Wizards of the Coast Plastic bag valued at $3.00 
1 x Duel Masters Base Set Starter valued at $19.95 
1 x Duel Masters Evo Crushinators of Doom Boosters valued at $6.95 
4 x Star Wars Behind the Phantom Menace Boosters valued at $6.95 


www.wlxardH.com 



address provided... 


letter "L". How simple is that? so get going and good luck! 



Comp Rules: Only one entry per reader is allowed. Multiple entries and padded envelopes will be binned immediately. No competition mail is 
opened, so please do not include letters, artwork or any other correspondence in the same envelope. Thanks. 





















Galaxy Angel VI - What's Cooking 


Distributor: Av Channel 


Rating: PG 


With episode titles like "Vanilla Flavored Asteroid Trash Stir-Fry' and 
'Fun Park Specialties with Chicken Mint Compote', it's probably no big 
surprise that Galaxy Angel IV is quirkier than your average anime. 
When Milfeulle Sakuraba joined the Angel Brigade, she didn't think 
she was signing on to deliver kittens and talk missiles out of 
spontaneous self-destruction. But that's exactly what she gets! 



Distributor: Paramount 


Rating: M 


Rating: PG 


Arjuna Collection 

Distributor: AV Channel 


The strongest feature of this rather odd series is the art 
production, which combines hand drawn cells, computer 
graphics, and live-action shots to form a very unique visual 
style. In fact, its strange beauty makes the badly translated story 
seem otherworldly... which is somewhat odd given that it's only 
about a high-school student who receives superpowers to halt 
the impeding doom of planet Earth. Oh. Wait Yeah, that is kind 
of weird, I guess... 


The idea of a fusion between sci-fi writer Phillip K. Dick and action 
director |ohn Woo was far more exciting than the practical result 
This bland futuristic thriller offers blockbuster actors, namely Ben 
Affleck and Uma Thurman, but fails to do justice to the scope of 
Dick's original work and ends up feeling like little more than a 
standard thriller with some extra "smart" tacked onto it The word 
"disappointing" doesn't even come close. 




PLAYHOUSE 






























Sean Brown sent us thus wicked rendition c 
Kayla's wicked rendition of Michelle. Cool! 


YOUR CHANCE TO HAVE YOUR SAY! 


Dear Link, 

I have some questions about 
the Pokemon games. I hope 
you can answer them. 


L Can you get lirachi from 
anything other than 
Pokemon ChanneP 
2. Will the new Pokemon 
GBA games - Fire Red a nd 
Leaf Green - be linkable 
with either Ruby or Sapphire ? 


P.S. I drew a picture on the 
other side of this letter... 


Hey Sean, 


Thank you for reading my 
letter. 

Sean 


No need to thank me for 
reading your letter -1 like 
reading letters! It's my job! 


To Link, 

Hi, it's lareth Mirabella again! 
Could answer some 
questions for me? 

L How much will the 
Nintendo DS cost? 

2. Mario vs. Donkey Kong 
sounds good, but does the 


game last long? 

3. What does "DS" stand for? 

Lots of thanks, 
lareth Mirabella 

Hi lareth. 

Good to hear from you 


again, my man. Nice art too. 
It's good to see Mario 
getting the love he deserves. 
I can't stand it when people 
lavish attention on that 
snivelling coward brother of 
his (Watch it! - Ed). 

Anyway, let's get those 
questions answered! 


1. Nope - lirachi is exclusive 
to Pokemon Colosseum. 
There's a possibility that the 
wish-granting super 
Pokemon may make an 
appearance in Leaf Green 
and Fire Red, but nothing 
has been confirmed yet. 

2. It's highly unlikely. As you 
can see by reading our 
preview on p.80. Fire Red 
and Leaf Green will 

communicate using the 
new GBA Wireless Adapter 
- a device that neither 
Ruby nor Sapphire are 
compatible with. 


P.S. We know. We printed 


















To Link, 

Hi, I love your GBA World 
mag lots, but would you be 
able to put back in the score- 
list and the cheats section 
please? Also, would you 
mind answering these 
questions? 

1. Is GTA 3 Advance still 
coming out? 

2. Any tips for Crash Nitro 
Kart please? Or maybe you 
could do a guide of some 
sort? 

3. The GBA only has an ARM 
7 chip for its sub-processors. 
Is it possible to upgrade to 
the current ARM II chip? 



1. Unfortunately, there isn't 
an estimated RRP for the 
Nintendo DS yet. Personally, 

I speculate it'll probably be 
somewhere around the 
$250-300 price mark. But 
that's only me speculating. 

2. Well, as you can see from 
our review beginning on 
p.28, Mario vs. Donkey Kong 
actually offers quite a long 
haul for those willing to 
persevere and unlock the 
expert levels. Boy howdy, 
those babies are tough! 

3. There isn’t an official 
explanation of what "DS" 
stands for, but my sources 
inside Nintendo HQ tell me 
that it means "dual-screen". 

I should point out that 
"Nintendo DS" is still a 
codename for the console 
while its under development 
and may well change 
dramatically by the time it 
hits store shelves. Anyone 
remember when the 
GameCube was called the 
Dolphin? 

Hi Link, 

I have a few questions for 
you. (And you don't waste 
any time in getting to the 
point, either! - Link) 

L How much does The 
Legend of Zelda: The Minish 
Cap cost? 


2.1 heard about a Dragonball 
Zgame called "Supersonic 
Warrior?. When is it coming 
out? 

Bye, 

Erik Nedved 

P.S. I saw some cool 
snapshots of you on the 
internet. 

Greetings Erik, 

1 Minish Cap won't be out 
until next year, so I really 
can't say how much it’s 
going to cost yet I can't see 
any reason for it costing 
more than your average 


GBA game, though. 

2. It should be out by the 
time you read this response 
- you can read all about it 
in our review beginning on 
pM. It's actually good! And 
it's a Dragonball Z game! It's 
a miracle! 

P.S. Internet snapshots? 
What is this, blackmail? 
Because I can tell you right 
now that I've never done 
anything untoward to a 
chicken. It could've been 
any green hat wearing elf 
boy in those pictures. You 
hear me? You can't prove a 
thing! 


Thanks, 

Michael Gordon Brandon 

Hi Michael, 

I asked Dan and he says the 
scorelist is a definite no-no. 
We wanted to keep it in, but 
there are just too many GBA 
games to keep track of - 
the list would end up taking 
up half the mag! We do a 
cheats section in our GBA 
Strategy Guide, but we 
might just incorporate one 
into GBA World soon as 
well. Now, to answer your 
questions... 


f Evil Luigi strikes again! Thanks to Amanda for this 

l somewhat disturbing piece. , 
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Cameron is the man responsible for this cool 
Harvest Moon piccy. Nice, doncha think? 




II 


1. We haven't heard 
anything in a very long time, 
so it's becoming more and 
more unlikely that GTA will 
go GBA anytime soon. 
Anyone who's played the 
original PS2 version will 
know just how expansive 
and ambitious that game 
was, so maybe it was just 
too big a task to cram it all 
into our humble little 
handhelds. 

2. I'm not the tips man - 
that's Nurse Ness' job! We 

might do a guide in the 
future, but it's unlikely. 



Why not play Crash Fusion 
instead? We've got a guide 
for that in this very issue! 

3. Not if you want the GBA 
to continue to function as 
more than an expensive 
paperweight. Like all 
consoles, the GBA is 
manufactured with a 
standardised chipset and 
every game made for the 
machine is developed to 
utilise precisely that chipset 
Change the architecture of 
the chipset and you 
basically change the GBA 
into something that isn't a 


GBA.. and that means you 
won't be able to play GBA 
games anymore. Nice idea, 
though! 

Hey Link! 

First of all, you make the 
best games. I'm still trying to 
finish Zelda: Ocarina of Time 
on the N64 - I'm stuck in the 
forest temple. Anyway, I've 
got some questions! 

1. Do you think that The 
Legend of Zelda: A Link to 
the Past is a good game? 

2. What's your all time 
favourite game? 

3. Do you have a last name? 

4. How old are you? 

5. Have you heard of Counter 
Strike, the game for PC? If so, 
do you like it? 

6. Do you live in New South 
Wales? I do. 

See ya! 

Amanda Ghadieh 

Yo Amanda, 

Ocarina of Time is probably 
my hardest adventure to 
date, so it's not surprising 
you got stuck on it! Keep at 


it, though, because the 
ending is most definitely 
worth all the effort! 

1. Of course I do! A lot of the 
people here at GBA World 
think A Link to the Past is 
my best adventure yet. 

2. Not including my ones? 

I'd have to concur with the 
rest of the team here and 
say that Final Fantasy 
Tactics: Advance and Mario 
& Luigi: Superstar Saga are 
my two current favourites. 
Those games rule! 

3.1 answered this question 
in GBA World *7 - go look it 
up! 

4.1 answered this question 
in GBA World *10 - go look 
it up! 

5.1 have indeed heard of it 
Personally, I’m not a big fan 
of shooters - who needs a 
gun when you've got a 
mystical Master Sword to 
chop down your foes? 

6. Because the threat of 
Gannon is constant, I 
currently and always will 
live in Hyrule. I receive 
letters and send responses 
via Magic Mirror. Pretty neat, 
huh? 


lareth Mirabella impresses yet again with this 
l action-packed Mario art 



&y Jantk MirnWUo. 
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Now there's a good throwin' chicken if I ever saw 
one. Michael G's sure got some mad skillz, yo. x 


Well done to everyone who entered and congratulations to the winners! Well done, guys! 


SUV Hi TO LINK! 


You can write to 
Link at: 

GBA World 
78 Renwick St 
Redfern 
N.S.W. 2001 
Or email 

gba@nextcom.au 


If you have a question to ask or just want to have your say. 
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Attentive readers may be aware that Robyn also 
won our big Advance Wars GCN pack a few 
issues back. Attentive readers with a suspicious 
personality might think that this is evidence of 
some kind of conspiracy. Well, that's not true. We 
keep giving Robyn prizes because Robyn keeps 
sending us such awesome comp entries! 
Anyway, congratulations, Robyn! Enjoy your new 
GBA! 


Generally speaking, choosing who wins the big 
comps like these is a hard task for the GBA 
World team. We get so many entries and all of 
them are so good that sifting through the pile of 
and trying to settle on a clear winner is an 
extremely difficult process. With a one-of-a-kind 
signed GBA as the prize, the Super Sonic Comp 
was arguably our biggest giveaway ever. As 
such, you might expect that the job of picking a 
winner would be even more trying than normal. 

Not so. Although we got a huge number of 
entries for this comp and the standard for each 
was as high as ever, there was one entry that 
simply stood head and shoulders above the rest 
in terms of quality and effort applied. This entry 
was not just a design for a new Sonic character, 
it was a BROCHURE on a new Sonic character, 
replete with history, concept sketches, 
personality traits, an ID card and a movable cut¬ 
out model! Who is responsible for this 
masterpiece, you ask? Well, who else could it be 
but.. 


Robyn Grellet, Ararat VIC 


SHREK 2 COMP 


Cameron Spaulding, Norwood TAS 
Random lucky draw super surprise spectacular! 


Brenda Berry, Maroubra NSW 

What a cool name! Sounds like an ice-cream flavour! 


Christian Mckinley, Montmorency VIC 
Snazzy envelope you've got there, Christian. 


Ryan McLounghlin, Ferntree Gully VIC 
And another nice envelope... 


Abbie Wilkinson, Lansdowne NSW 
Lucky dip! A winner is you! 


Congratulations to all the winners! 


SUPER SONIC COMP 


Here are all the competition winners from 
Issue # 9, and the reason why they won... 



Y/////////////////////. 

LETTERS 
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To: GBA READERS 

From: SAMUS 


Type: Action 


Developer: Kuju/Nintendo Rating: N/A 


Players: TBC 


Out 2005 



There is only one word for this 
and that word is BLAU! 


It's Advance Wars... but not as you know it Similarities between this and the 
brilliant GBA series are minimal. Under Fire is a squad-based, realtime action 
game instead of sublime, chin-stroking turn-based strategy game. It's also 
being developed outside of japan and that raises the important question: 
can the Brits at Kuju do the Advance Wars name justice? 


Type: Survival Horror 


Developer Capcom 


Rating: N/A 


Players: 1 


Out 2005 



With Raccoon City nuked (the setting for the rest of the Resident Evil 
games) its time for this venerable series to hit the road. With a heavier 
emphasis of exploring outdoor environments. Resident Evil 4 promises at 
least one thing: to scare the absolute beejeezus outta you. 























































































































Type: Metroid! 


Developer. Retro Studios/Nintendo 


Rating: N/A 


Players: 1-4 


Out 2004 


Taking a leaf out of Zelda: A Link 
to the Pasts and Metroid: 
Fusiorts books, Echoes explores 
the light and dark side of the 
Metroid Universe - with a Dark 
Samus to keep an eye on to boot 
New weapons, new abilities, and 
new effects based on which of 
the two worlds - light or dark - 
you're in hint at another exquisite 
Metroid adventure. Oh, and this 
one'll have four-player 
multiplayer in it too! 







Type: Sports Developer: Camelot/Nintendo Rating: N/A Players: 1-4 Out 2004 




Mario Tennis for the Nintendo 64 
has been a favourite with the 6BA 
World crew for ages now so we 
were stoked that one of the best 
tennis games ever is finally getting a 
makeover for the GameCube. We 
don't expect too much of an 
improvement in the game mechanics 
for regular play - to Camelot's credit 
- so it looks like we're getting a 
plethora of new side-games to play 
to keep things interesting. 
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So what's happened to Link? Just as 
we'd gotten used to - and loved - 
Link's new cel-shaded style in The 
Wind Waker, Nintendo has changed 
their mind again. This time around 
Link's grown up; and this, Shigeru 
Miyamoto (Zeldds creator) 
cryptically claims, means that Link 
will have to "do things differently". 
Little is known about this next Zelda 
game (even an official title hasn't 
been announced yet!), except that 
Link can now attack enemies from 
atop his trusty steed, Epona. Dig that 
dark style, though! 


Developer: Nintendo 


Rating: N/A 


Players: TBC 


Woo! Link's back in the saddle! 


As you can see, this game sports 
a decidedly dark atmosphere. 


f ’ll 

Not quite as adorable as 
Wind Waker, you'll agree. 



Type: Platform 


Developer: Ubisoft 


Rating: N/A 


Players: 1 


Out 2004 



Is it just me, or are those guys 
wearing Predator face-masks? 


Our favourite Ponce in Pyjamas is back and if you thought PoP couldn't be 
improved much, then you're in for a surprise. The same high level of 
animation returns and the prince has a lot more moves at his disposal, 
which is a good thing, because the bosses in the game are truly 
monstrous indeed! The story is also much darker, this time involving the 
prince preventing his own foretold death. Oooh! Spooky! 



Combat promises to be 
unanimously excellent throughout 
























































































Type: Action 


Developer: Sega 


Rating: N/A 


Players: 1 


Out: TBC 




This action/adventure/roleplaying game is actually set in Sega's I firtua 
Fighter universe, and tells the story of a young boy named Sei who wishes 
to unlock the skills of "Virtua Fighter Legends". Action heavy, I firtua Quest 
will reward pugilists with new abilities as they traverse through the world. 





Viewtiful loe was just bizarre, which 
was one reason why we loved its 
frantic button mashing action. The 
sequel offers more of the same, with 
a welcome twist. Joe's object of 
affection - the able-bodied Silvia - 
is now a playable character in the 
game, offering different skills and 
abilities. Oh, and there'll be plenty of 
new nasties to mash as well! 




And just as beautiful. 


lust as frantic as the first 
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Ever played Paper Mario on the Nintendo 64? No? Shame on you! Well, 
you missed out on one of the quirkiest roleplaying adventures to date on 
any system. Paper Mario 2 continues the tradition with a new story to tell, 
more witty dialogue and improvements to the already robust turn-based 
battle system. 




Type: Platform 


Developer: Namco/Nintendo Rating: N/A 


Players: 1-2 


Out: 2005 



Ak "Shoo! Out bad cat!" 
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We haven't even had the release of 
Donkey Konga here in Oz yet but 
there is another Donkey Kong 
themed bongo drum game coming 
to the 'Cube. This time though, rather 
than a straight out rhythm action 
game as in Konga, Iungle Beat is a 
platform game where Donkey Kong 
is controlled by the slapping of the 
drum. This is one we here at GBA 
World are very keen to see more of. 
































































































Never having appeared outside of 
|apan until the recent Fire Emblem 
on the GBA, this is the first full 
console game set in the Fire Emblem 
universe. Set In the world of Telius, 
the game chronicles the attempts of 
a young soldier to become a 
member of a famed Mercenary 
Group. Expect plenty of strategic 
combat in a beautifully rendered 3D 
fantasy world. 









This Star Fox game brings the series back to what it was originally all 
about: arcade shooting a plenty. Continuing Fox and the gang’s space 
operatic adventures, players will blast their way through countless 
enemies both from the comfort of their Arwings in space or on foot in the 
ground-based missions. 



























































REVIEWS 


Once again l've-a ^ 
managed to score da Megastar 
Game Award! Me and that big-a 
monkey make a super team! And 
don't forget-a to check outta 
my golf game too! 


mnmo 


TIME 1 1 


MEGASTAR 

GAME! 




II 


m 


Mil 


% 


( THE G B AW 0 RLD REVIEW SYS T E M 



Each game is played by every 
member of the GBA World team, 
and the final score represents 
the team's overall opinion. For 
the bigger games we also 
provide you with multiple 
opinions from several of the 
team to ensure every viewpoint 
is taken into account. We mark 
__ all our reviews out of five stars, 
including half-stars. 


★ ★★★★ 5 Stars Excellent 

4 Stars Great 




* 




3 Stars Good 
2 Stars Average 
1 Star Bad 
0 Stars Awful 
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Crash Bandicoot & 

Spyro the Dragon: Fusion 


>Type: Platform _ ► Distributor. Vivendi Rating: 6 Link Cable Support: GBA/GBA Out: Now 


WHAT DO YOU GET WHEN YOU CROSS AN ORANGE 
BANDICOOT WITH A PURPLE DRAGON...? 




CORTEX: I’LL ACTIVATE THE WARP 
PADS. SOON I.. ER, UEi 5HALL 
.CONQUER THIS MEASLY PLANET I 


5 John 

j ruthless 
sames 

Ml dfa ■ consumer, I 
'™ can barely 
- contain my 
contempt for 
Crash and Spyro. The Little Me 
with the horns and the 
pitchfork whispers in my ear 
that they are the poor man's 
Mario, the pretender's Sonic, 


the inferior Donkey Kong. But 
then again, this is a kid's game, 
so I suppose I'm not supposed 
to understand it. The platform 
jumping is repetitive, while the 
mini-games are too slow or just 
plain silly. There's not much to 
recommend this game except 
that it's parent-friendly and it 
boasts TWO cute heroes, 
dammit! I'll stick with Donkey 
Kong Country though. 


AIIIIEEEEEEE! 


THE INEVITABLE QUESTION 

When two characters are thrown into an 
adventure together like this, comparisons 
are bound to arise. As such, we have to 
ask: who's cooler - Crash or Spyro? I 
vote for the cute purple dragon, myself. 
Sure, Crash is all whacky and in-your- 
face, but Spyro can breathe fire. 





















Pleased to meet ewe! 


^ Michelle 

Wh ?i, s " 

a™ 

I. furriners 

' thinkin S 
Aussie 

animals are crazy? There's Warner 
Bros' Taz, and that stupid 
Kangaroo lack, and Crash 
Bandicoot, and that purple dragon 
Spyro dude... Wait is he even 
Australian? Either way, he's about 
to enter the Crash Bandicoot 
version of Down Under as the two 


team up to defeat their arch¬ 
nemeses and foil their bid to 
Take Over The World. The two 
games are pretty cool - you've 
got all of your traditional 
platformer gameplay elements, 
and some quite heavy linkage 
possibility. We may have seen it 
all before, but it works. It's a 
shame that both the games are 
so short, but the mini-games are 
fantastic, and you can play with 
up to three friends on one or 
both of the games together. Get 
out your jumping shoes! 


CRASH'S BAA-ZOOKA 


I like sheep. Oddly enough, I also 
like blasting them with a bazooka. 
I'm getting really good at it, too! 
This mini-game is one of my 
favourites because it's just simple, 
frantic fun. Blast the sheep before 
they reach the nitro crates and 
watch out for the black ones - 
they're fast! 


Crash hopes that crate 
contains a parachute. 



"And then we'll got out and buy 
ice-cream! Hooray!" 




Eat flames, big orange guy! 









































I don't think these games 
really work. As 
platformers, they're 
shallow; as minigame 
collections, they've got a 
terribly clumsy menu, ie. a 
shallow platform game. I was gonna say "Full 
marks for originality, though," but, really, there's 
nothing too original about these games either. 
They're not horrible, mind you — they just 
don't give me any reason to play them. Does 
anyone else get the impression that some 
developers are kind of cocky, these days? Like, 
if they make a game that, in a nutshell, doesn't 
totally suck, they assume that people are going 
to buy it automatically? I dunno. I just expea 
more from videogames. 



SPYftO: It sounds Mke Ript© 
is up to no good again. 


v 


WHY ARE THE SCIENTISTS ALWAYS EVIL? 

This is another standout mini-game that succeeds 
because it's simple, if a little odd. Spyro walks across the 
screen in a robot body with magnetic feet. It's your job to 
flip him between the floor and ceiling to avoid obstacles. 
You'll need to shoot the occasional mad scientist, too. 
































THANK GOODNESS THEY'RE NOT 
YU-GI-OH! CARDS 


If the success of Pokemon is anything to go by, GBA 
gamers like to collect things. The makers of Crash and 
Spyro: Fusion must have cottoned onto this, as they've 
included a Trading Card feature. Collect them all by 
beating the mini-games and trading with your friends. 
You just might unlock something good... 





Oh yeah! Go team! 



Wl 


some fruity goodness. 




Agata 


I've never 
played a 
Crash 
Bandicoot 


game in my 
life. Nor have 
I played a Sypro the Dragon 
game before now. So this is a 
totally unbiased opinion. And 
that opinion is... 




What the hell is going on? The 
games just start Eventually, 
after you've played them for a 
while, you get an idea of what 


is going on around you and that 
two baddies have joined forces 
- kinda like Bowser and 
Gannon teaming up - to take 
over the universe. There are 
plenty of mini games and 
varied action (personal favourite 
in any platform game are the 
mine cart/rollercoaster levels), 
and the fact that the game 
spans across two carts means 
you should be kept entertained 
for a while. It's a little 
unwelcoming for the 
uninitiated, though. 
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Wait I think 
I've been 

HgMSS£s here before! 

c °*° urs 

^mEBt 

And they re 
both the same 

game with a few minor changes? 
What this highlights is a trend 
emerging in the world of GBA 
gaming where developers double 


the fun, double the characters 
and ultimately double the 
amount of money you'll have to 
spend. But you know what? I 
was hooked anyway. If I wasn't 
such a sucker for this type of 
game, I might be able to find 
something really cynical to say 
about the whole "double-up" 
thing - but no. I'm happy to just 
sit back and have some fun! 
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PARTY TIME! 


In addition to the main "Story Mode", Crash and Spyro: 
Fusion also feature a "Party Mode" which lets you play the 
mini-game of your choosing, either alone or with friends. 
There's also the option to wager your hard-earned Trading 
Cards. This could be the way to get your hands on a rarity! 


$pv?° 








Thaaat's right., come and gel 
the pretty gems... 


Vou VJlN' 


That's the happiest purple 
dragon I've ever seen! 

































Jhosc other oran&e no nsters 
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Eleanor 
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Connectivity. 
It's a word 
that gets 
thrown 
around a lot 
when we're 

talking about the GBA. Crash: 
Fusion and Spyro: Fusion are two 
of the latest games to get all 
linkable on us, with a shared 
storyline and character crossovers, 
as well as plenty of goodies to 
unlock by linking up with a friend. 
In fact these games are so 


the mini-games to open the 
portal to the next level and so on 
and so forth until the universe is 
saved. This kind of structure 
keeps the action nice and varied, 
although it does lead to some 
tedious backtracking if you reach 
the end of a level before you've 
found all of the mini-game 
portals. 

The Crash/Spyro crossover 
concept might be innovative, but 
the platforming components of 


essentially just there to fill in the 
space between the mini-games. 
The mini-games themselves are a 
mixed bunch. Some are 
ridiculously easy, while others 
border on the absurdly frustrating. 
The cause of the latter problem is 
usually an awkward control 
scheme, or the fact that you 
haven't been given enough 
instructions to work out what 
you're supposed to be doing. 
These little challenges can be 
enjoyable in places and break the 


connected that we've decided to 
review them both at the same 
time. 

So, why are Crash and Spyro 
appearing in each other's games? 
Apparently, it's because their arch 
nemeses have joined forces to 
take over the universe and it'll 
take a team effort from our 
heroes (and their friends) to stop 
them. Stopping the bad guys 
involves collecting items (fruit for 
Crash, crystals for Spyro) to open 
portals to mini-games, defeating 


these games are anything but 
The levels offer little challenge 
and seem somewhat uninspired. 
There's the obligatory Ice World, 
with its obligatory falling icicles 
and slippery platforms, and the 
obligatory Fire World, replete with 
the obligatory lava pits of doom. 
The level design isn't particularly 
bad, it's just that experienced 
platform gamers won't find 
anything all that new or exciting. 
Fortunately, the side-scrolling 
platform jumping isn't the focus 
of Crash and Spyro: Fusion. It's 


monotony of platform jumping, 
but there's definitely a lot their 
designers could have learned 
from the likes of Wario Ware. 

The concept behind Crash and 
Spyro: Fusion is certainly an 
intriguing one and it represents 
just the sort of innovation we like 
to encourage. It's a pity that the 
gameplay doesn't quite do the 
ideas justice, but Crash and Spyro 
fans will enjoy themselves 
nonetheless. 

VERDICT izit ■ 
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GAME AND WATCH 


the ultimate combination! This is 
the game that keeps on giving. 

It's a great mix of the new and 
the old filled with bonus levels 
galore and authentic old-school 
music. Better still, the graphics are 
beautifully bright and the 
animation is just awesome. This 
is how GBA games should be: 
simple fun with a touch of style! I 
love you, Mario vs. Donkey Kong 


Around a quarter of a century ago, 
Nintendo released Donkey Kong 
on the brown-orange, dual- 
screened Game & Watch System. 

It featured a small Italian plumber 
named Mario jumping over 
nasties and making his way up 
platforms to beat the nasty 
Donkey Kong and rescue the 
princess. Sound familiar? Well 
guess what: no princess this time! 


\ C -Jp. I am running 

JM j on the fumes 
°f nostalgia 

\ - as I write 

this. I love 

M ar j 0 ! | | ove 

Mario even 
more when he is on GBA and 
when Donkey Kong is along for 
the ride, because then you have 


Each level has a very brief and 
helpful tutorial at the beginning of it 


The Hammer item - makes 
short work of level nasties. 


Mario vs. Donkey Kong 


► Type: Puzzle Platformer ► Distributor: Nintendo 


► Link Cable Support: No 


DOES ANYONE ELSE WONDER WHY DONKEY KONG WEARS A TIE? HE 
DOESN'T EVEN HAVE A SHIRT ON, FOR GOODNESS SAKE! 


The level select screen 
Ooooh... Sounds hot! 






































cutscenes - "Come back here, 
you big monkey!" - and in the 
levels themselves, where every 
jump is accompanied by a 
"Yippee!" or "Woohoo!". 

Mario's animations are pretty 
cute, too, from the adorable 
handstand walk to the little 
gymnast pose he strikes after 
pulling off a tricky jump. Even 
when the puzzles get frustrating, 
that special Mario goodness 
makes it hard to stay mad at 
this game for long. 


I love Mario. 
hS k. v Cjf There's just 
something 
about the 

1/ portly plumber 
that never fails 

to make me smile. I found myself 
smiling a lot while playing Mario 
vs Donkey Kong, because this 
game is full of moments where 
Mario's personality really shines 
through. He's a chatty little fellow, 
both in the between-level 


STORY! 


Although Mario vs. Donkey y ' _-4 Jar- 

Kong is a puzzle-platform 
game, there is a story behind 

the whole thing and it's sorta 0} * ^ - 

cute to boot. After snacking 

on some late night television, f ' / 

Donkey Kong is caught by a Vr^B 

compelling ad for Mario toys, *■‘^5?., % Jal "J 

and makes his way to the ^ “ 

local shop to get himself some. They've sold out, of course, so what's a 
naughty monkey to do? Why, break into the factory and make off with a 
whole bunch of 'em. Mario doesn't stand for this, naturally, and so 
begins operation Mini-Mario Liberation. 


Super Mario! 
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MINI MARIO MADNESS 

Mario vs. Donkey Kong is not all 
finding keys and collecting 
coloured present boxes, no siree. 
After you've rescued a Mini-Mario 
from each of the main six levels of 
a world, there's a nice, enjoyable 
intermission before taking on big 
bad Donkey. These missions see 
you guide your six Mini-Marios to 
an empty toy box somewhere else 
in the level. 


Oh, 

nooooo! 
Donkey 
Kong has 
stolen all 
the Mini- 
Mario Toys! 

There's only one thing that 
can be done - it's up to 
Mario to get them back! Our 
favourite mustachioed 
unlikely hero is back with a 
brand new adventure. We all 
love Mario, but you have to 




admit, by now he's got quite 
a reputation to live up to. 

In true Italiano style, Mario 
doesn't let us down. There 
are gameplay elements from 
the older Mario games - the 
enemies, the throwin' stuff, 
the level format, the leaping 
about like a crazy plumber - 
combining with brand new 
moves to make this game, 
like all the Mario games 
before, simple, easy addictive 
fun. 


£ 30 

✓ 




































DONKEY BOSS 


Tutorial # 36 - avoid the 
coloured electrical beams... 





The last mission of each world 
is where you square off 
directly with Donkey Kong 
himself. Each boss battle 
varies slightly too - some will 
require you to throw things at 
DK from below, others to drop 
things from above. You're 
given six 'lives' to beat Donkey 
Kong, but since each life 
equals a mini-Mario from your 
collection, it pays to be 
particularly careful if you want 
to unlock the expert levels. 


rTTnpcWlilli-tlllIII II 


It all 
seems 
so 

simple: 
grab the 

key, take it to the keyhole and 
then move to the next part of 
the level where you collect the 
prize - a replica version of 
yourself. And sure, it starts nice 
and simply too. But before long, 
Mario vs. Donkey Kong 
becomes one of the most 
challenging games you'll 
probably ever have the 
pleasure of playing on the GBA. 

Yes, pleasure. The masterful 
blend of old-time platform 
jumping and exploration with 
mind-bending puzzle solving 
will have you hooked in no 
time. As with most games 
featuring the world's most 
famous Italian plumber, Mario 
vs. Donkey Kong s charm lies in 
the way Nintendo steadily 
introduce new manoeuvres for 
Mario and explain how he can 
use them to overcome 
obstacles in the environment 
The difference here is that - 
about half way through the 
game - it becomes obvious 
that there are a variety of ways 
to get through each level using 


not-so-obvious means. And 
that, dear readers, is something 
we like very much. 

There are six worlds to make 
your way through, with six 
main levels, a sub-mission and 
a Donkey Kong boss battle in 
each. Making it through a level 
unscathed - especially in later, 
more dastardly levels - is a 
reward in itself, but in true 
Nintendo style there's more to 
this puppy than meets the eye. 
If you score enough points in a 
level by collecting presents or 
being nice and zippy, you're 
awarded a gold star. Earn 
enough of these and you can 
unlock expert levels, which will 
give you a headache just by 
looking at them. And when you 
complete the six main worlds, 
you're rewarded with another 
six of 'em - doubling the size 
and challenge factor of the 
game right there. 

Mario vs. Donkey Kong is a very 
cute little game, but "cute" 
doesn't always mean "easy". 
Don't expea to be able to finish 
this one in a hurry - it is 
guaranteed to give your brain a 
real work out 
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Max finds religion - it 
was in the library. 
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Another menu! This one 
lets you equip your items. 


Shining Force: 

Resurrection of the Dark Dragon 


Type: Strategy 


Distributor: THQ 


Rating: G8+ 


Link Cable Support: No 


Out: Now 


SHIZZLE FIZZLE: RESERIZZLE OF THE DARKIZZLE DRIZZLE! 


BONUS BATTLE BOOTY 



Your battle objectives are laid out 
pretty clearly at the start of every 
battle - but the other thing you'll 
need to pay attention to is the Clear 
Bonus. If you can complete the 
battle objectives within a set 
number of moves, you'll get a prize, 
most often a really cool weapon. 
However, the number of moves 
given can be quite hard to beat, so 
you'll have to plan your battle 
carefully. 

"Nope, no nits. Now you 
check me." 

^<1 


|ohn 


Role-Playing 
heritage is 
flooded with 
stereotypes: 
the farm boy 
with a 
hidden past 

fights A Great Evil that has slept for 
a thousand years. Only by finding 
the hidden sword and with a pure 
heart, can the boy become a man 


"Okay, now we're going to 
play Statues 


and bring peace to the land once 
more. Shining Force is an 01' 
School RPG adventure, trimmed of 
any unnecessary detail... and 
depth. Battle is simple and fairly 
exciting but the characters and 
story are lacking Unfortunately, 
the interface falls well below the 
high standards of Advance Wars 
and Fire Emblem. Certainly 
playable, but there are far better 
tactical RPGs available on the 
market 


IV B 

1B/18 

13/12 


Hal 






































free. A geniune Final Fantasy rip 
off to the core. Shining Force 
gave me a boredom headache 


mages and 
knights? A 
hero washed 


THE EXCITEMENT OF... MENUS! 






Menus are exciting in Shining 
Force. If you missed the clear 
conditions, you can go back 
and have a look to make sure 
you know what you're doing. 
You can also view the world 
map, or retreat from the battle 
and go stock up on items if you 
weren't aware of what you 
were walking into. You can set 
up your party so you have the 
best guys available; and finally, 
it's time to start Battle-ho! 


Dark 
H PCD 
MP 
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An elven archer. Original. 


Using magic attacks can be more 
effective than physical attacks. 


*4 




Elves and 
centaurs. 


to begin with. The story is 
painfully unoriginal, the battles 
are grid-based and excitement- 


"And now I'm going to roll 
over and play dead!" 


up Ull Ult 

beach with amnesia? Sounds like 
we've got some generic fantasy 
on the way. This game has 
managed to disappoint even the 
incredibly low expectations I had 


aiici uiuy uic iii^i 115m. juiciy ■ 

haven't played it before. Or have 
I? Didn't it used to be called 
Mystic Quest..? You'd have to 
be a really keen RPG fan to 
persevere with this one. 


Max: Yes, master! 
Hyaah! 


























The wide world of 
Shining Force. 


Eeek! Killer blow flies! 


THE "FORCE" IN "SHINING FORCE" 

As you travel around the world, you'll run into all 
sorts of people who want a piece of the action. If 
you're diligent, you can level up all of them; if 
you just want the bare bones version of the 
gameplay, you won't have time. Yes, you can 
have 12 party members in a battle - but in later 
stages of the game, you'll have a pool of around 
35 characters to choose from. 




Watch out for that big 
hole in the floor ... 


He does look a little fluffy, doesn't he? 


Luke.. I am your father..." 


Little lost lamb! Speak your 
desire, and the powers of 
Light will surelyi!WMw i iiri i > , i 


another title to the "it's so cool 
- you gotta play it" list - 
Shining Force. When I think 
Shining Force, I think "standard 
lapanese RPG with some extra 
D&D style grid-based battles 
thrown in". A bit of wondering 
around talking to people, a 
couple of side quests, some 
tactical biffo - and all of it 
paced well enough to keep 
things feeling fresh. 


tactical RPG's. 

No one can argue (well, not for 
long anyway) that Advance 
Wars and Final Fantasy Tactics 
aren't two of the best games 
out there. We now get to add 
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COME |OIN THE PARTY! 
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Some - actually, most - 
characters will join your party 
by default as you continue 
through the story. However, 
there are a number of hidden 
and special characters that 
you'll need to look for. Mostly 
they'll just be hanging 
around, so you need to talk 
to everyone you run into and 
explore the towns 
thoroughly. It seems like a lot 
of work, but these characters 
turn into pretty powerful 
party members, so it's worth 
l the effort 


M JiifJ Ah. 

^ Shining 
Sega 

gamers among us will 
remember it fondly as one of 
the first strategy-based RPGs 
they ever played. It might be 
slightly new to the rest of us, 
though - which is not 
necessarily a bad thing, since 
there's nothing quite like the 
joy of discovery. 

You'll play the part of amnesiac 
Max. Though one of the best 
swordsmen in the land, Max 
has a past so mysterious, even 
he doesn't know it Washed up 
on a beach, he was tended by 
monks and the great knight 
Varios, honing his sword skills 
as the only clue as to who he 
might be. Things might have 
gone on forever in this manner, 
but one day, the call came to 
defend the Gate of the 
Ancients. With his party in tow, 
Max sets off on his great 
adventure. 

The gameplay consists of 
exploring towns and 


experiencing the story, with 
battles on the world map in 
between. And it's the battles 
that are the main point of play. 
But like Final Fantasy Tactics. 
Advance and Fire Emblem, you 
can't just rush in with your 
sword drawn and hope for the 
best You have to move each 
character one at a time, and 
select from a menu of actions 
to perform each turn. And you 
have to pay attention to your 
battle goals - sometimes, it 
may be to defeat all the 
enemies, sure, but other times 
the goals are more diverse and 
require a bit of strategic 
thinking on your part 

There are a few issues with the 
interface - menus are 
particularly hard to access 
during battle, and sometimes 
you'll waste several turns in 
battle just to get to where the 
enemies actually are - but all 
in all, it makes for a very 
worthwhile experience. Even if 
it's just to giggle when Luke - I 
mean. Max - pulls out his Light 
Sabre. Tee hee. 


VERDICT 


Gort: Hey there, youngster! 
Want to hear my story? 
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returns in not just a rehash but 
the same game minus the gloss 
and ingenuity it had when first 
released on the SNES. While 
gaming has moved forward, my 
dear friend Donkey Kong has 
been left behind and now he 
serves only to be trotted out 
whenever Nintendo need a quick 
buck or two. DKC2 is not a bad 
game, but it is definitely showing 
it's age and there are much better 
GBA offerings to be had. 


who is 

responsible for many fond 
childhood memories. For me, he 
is synonomous with amazing 
gaming experiences. But here he 


Those dirty, lying bananas. ^ 


Donkey Kong Country 2 


► Type: Platform 


► Distributor: Nintendo 


► Link Cable Support: GBA/GBA 


0: WHY DID THE MONKEY CROSS THE ROAD? 
A: TO BITE A BABY ON THE FACE. HA HA HA! 


1 don't want to spoil the game for 
you, but fulfilling certain 
conditions in Donkey Kong Country 

2 will unlock secret super-powers 
for Diddy and Dixie. Here we see 
Dixie performing her unlockable 
move, which transforms her into a 
banana. 


Diddy is hiding in 
the bushes. 


Gonna get me a rhino! 

























THE GOONIES 


Donkey Kong Country 2 is 
reminiscent of the film The 
Goonies, as they both have pirates 
in them. The similarities end there, 
but who cares. The Goonies is a 
totally great film that everyone 
should watch, especially children 
because it's abuse if they don't It 
has a song by Cyndi Lauper in if 
The End. 


I'm bouncin' on a snake! 


Cousin to the sea 
cucumber, the sea banana. 


That's discrimination, is 
what that is. 




tfiPi 








Dixie plants her face in a 
rhino's butt 


There are only 
a few games 
that stick out 
in your 

memory years 
after you've 
played them. For me, the Donkey 
Kong Country games on SNES 
definitely fall into that category. 
Thus, it shouldn't come as a 
surprise that I was keen to get my 
hands on this one for GBA... 

_ 


- \ 

especially since I thought the 
second game was better than 
the first (then they kinda went 
downhill). The fact that I 
remembered as many things as 
I did - including locations of 
coins, bananas and secret letters 
- really is a testament to the 
game's solid design. There's 
definitely plenty of playability 
here, even if you've done it all 
before like I have. Yep, this 
one's a goodun. 


37 






































i!® < it) Alas, Donkey Kong has been 

kidnapped! Damnit, I suppose I 
1 have t0 P^y as Diddy Kong 
now. If I squint and pretend it's 
j Donks rescuing Diddy... ach! 

Why would I want to rescue 
Diddy?! Anyhoo, let me guess: A 
colourful scrolling platform game involving bananas? 
Oook, you say? I'm right? Phwoar! This should be 
exciting and not predictable at all. Despite my 
distaste for Diddy, this game is decent fun. I forget 
how much entertainment can be gleaned from riding 
a rhinoceros up and down a pirate ship, squishing 
giant rats. The Mario Game Template is the tried and 
true formula for a reason, it seems. 


I don't especially dislike this game. I just., don't 
care about it It doesn't capture the imagination. The 
gameplay is same-old, the art style is bland, bland, bland, and 
to be honest, I actually kind of hate monkeys. I'm a busy man. 
Donkey Kong Country 2, and a picky one. You're good, but not 
good enough. 


The shy and mysterious. 
What's-her-face. 

































The fart is, the Donkey Kong 
Country games for SNES 
were as popular as they 
were because the graphics 
were so damned good. 


run into an animal of some kind, and you get to ride 
it, and bash things with it Hardly the gameplay 
innovation of the century, but damned if it's not 
Mario-squishing banels of fun. 


Don't get me wrong - I'm not saying that's a bad 
thing; people can like the games they like for 
whatever reasons they, like, like. And besides, 
graphics aside, they were good games anyway, lust.. 
not great games. They really weren't - and still aren't 
Let's take a look at the new G8A port of Donkey Kong 
Country 2: P. Diddy Kong's Quest fo' shizzle. 


It's an above-average action platformer with a few 
sorta-unique things thrown in for extra fun-ness, or 
'funnetude', to use a technical term. Like, you control 
a two-character team - a feature which allows you 
to... do... stuff. I dunno; I find it kind of annoying, 
really, having to swap the li'l monkeys over to perform 
certain actions. It's fun to watch, though. What else? 
Oh! You get to ride animals. Every few levels, you'll 


Unique to this GBA version are all-new minigames, all 
of which are crap. Also, you no longer have to PAY to 
save your game, which is just lovely. There's still all 
that other messing about with coins and such, though, 
and it's rubbish. I hate, hate, hate it when developers 
stuff a bunch of un-fun crap into a game to make it 
seem longer and deeper than it is - especially when 
the game is nothing to shout about to begin with. I 
mean the balls on these people, honestly. All the 
easier to kick, I suppose. 


Donkey Kong Country 2 is fun. It has monkeys and 
pirates in it and there's nothing horribly wrong with it 
It won't give you acne. Buy it if you really want to, but 
personally I wouldn't bother. 





VERDICT 




Diddy and Dixie perform 




an outstanding combo! 


ST 


DESTROY them All* 


HOW THIS GAME COULD 
BE IMPROVED... _ 

Well, the monkeys have to go. 
We could replace them with 
talking muffins, or the girls 
from Tokimeki Memorial, or 
both. The whole thing should 
be set in an alternate version 
of feudal |apan where 
everyone has lasers, and it 
should be a side-scrolling beat- 
em-up instead of a platformer. 
Actually, just make it a Star 
Fox game. 


Admirable sentiments 
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Shrek 2 


► Type: Platform 


► Distributor: Activision 


► Rating: G 


► Link Cable Support: No 


► Out: Now 


ANOTHER DAY, ANOTHER GAME BASED ON A 
SUCCESSFUL MOVIE FRANCHISE... 




FRIENDLY LEPRECHAUNS 


A nice touch is the addition of a mini game in each level that 
awards you various health items depending on how well you 
fair. Shrek bounces the Three Blind Mice on a mushroom; 
Donkey bounces himself on a spring, and Puss in Boots slides 
and jumps between rails. See your friendly level Leprechaun to 
have a go.. 


Oh boy, I don't doubt Shrek 2 is a 
laugh riot, especially with dashing 
Antonio Banderas as Puss-in- 
Boots, but damn, this game is just 
bad. How bad? It's about on par 
with Vivendi's GBA version of 
Fellowship of the Ring. That's right - 
BAD. But why, you ask? Let's start with the "action". 
Here's clumsy platform play that displays very little effort 
on behalf of Vicarious Visions. There's precious little 
animation in the characters and the game world is 
difficult to see thanks to the stunningly muddy 
foreground and background. Worst of all, actual play is 
just plain dull. Avoid this. Avoid like the pea-soup 
couloured plague that it truly is. 











































PUZZLING 

TUTORIALS 


Instead of an outright tutorial, Shrek 2 
gives you instructions of how to make 
do with the items available with images 
on the walls or by talking to friends 
along the way. Sometimes it's good to 
think outside the square - 1 mean it IS 
supposed to be a puzzler. 




Shrek 2 s got 
one thing 
going for it 
and that is 
that most of 
the game's 25 
levels places three characters from 
the movie in the action at once 
and lets players switch between 
them to solve puzzles and 


overcome other obstacles. It's all 
very Lost Vikings really, but the 
sad fact is that Shrek 2 just 
doesn't sport the same level of 
sophisticated level design as the 
game it is so obviously stealing 
from. Rabid fans of the movie 
may be able to overlook Shrek 
2 s half-baked gameplay, but the 
rest of us will have trouble 
playing any longer than an hour. 
I know I did. 




i Shrek and Fiona arrive 
the Ca$tle p everyone wa$ 
rpri$ed to See that thev 

The happy couple themselves... ^ 
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STILL BITES 


There are plenty of still images from the 
movie, as well as very quick briefs on the plot 
as you progress through the game. There's a bit of 
humour in the dialog, but don't expert side¬ 
splitting laughs. You also get a sound bite of Shrek 
saying "Hoo-kay" in-game. Nice. 


substance, but Shrek is based 
on the entire of folklore history. 
Every childhood rhyme and 
story lives somewhere in 
Shrek's world, so the game's 
story really feels really fleshed 
out and enjoyable. Faeries, 
leprechauns, the Three Little 
Pigs and Pinocchio all make an 
appearance. Shrek is on an epic 
journey to visit the in-laws 
(eeekl), but telling more would 
spoil the movie! 


How can it 
be that 
Eddie 

t w 1^/ Murphy is 
I so irritating, 
but Donkey 
is so 

amusing? Maybe if we 
polymorphed Eddie Murphy 
into a donkey he'd be funnier. 
Shrek 2 is a game of a movie, 
so I expected it to lack real 


There appears to be 
a fly in the King's soup. 


Did you mV, 
/fiend the V 
Shield? 


did not like his 
ing married to a 
hrek did not like 


Magic items meet every Wednesday to 
talk about good, evil and baked goods. 


jonce 

upon a 

time 

there 

WAS AH 

ogrs 

named 

Shrek 

who 

f o un d 

and 

married his 

true 

love, j 


42 

















































"\ 


Once upon a time, in a world 
full of GBA's, every time a 
game based on a film was 
released the general populace 
would laugh merrily and 
disregard it completely. But much in 
the same way that the first Shrek film changed the 
conventions of the average fairytale, so does the GBA 
version of Shrek 2 change the conventions of crappy 
movie tie-ins. I'm not saying it's an outstanding piece 
of gaming history that everyone should own, but it's a 
lot better than we were expecting. 


The story unfolds in different areas, so it's nice to see 
each area is presented as a book, each book having 
five chapters to play through. The gameplay is pure 
platform - but a platformer that puzzles - and the 
puzzles get trickier the further you go. You play as 
Shrek, Donkey or Puss in Boots - either on their own 
or as a team - and must use each of their strengths 
and talents to reach the end of the level. Shrek can't 
jump very far but can lift and move objects around, 
including handy bouncy mushrooms and - cause it 
wouldn't be a game without them - crates. Donkey 
can jump a bit further, can kick things around and 
can pass angry villagers unharmed (he is, after all, 
just a donkey). What Puss-in-Boots is lacking in the 
strength department he more than makes up for in 
the jumping and clinging to walls department 

There is a host of support items to help the gang on 
their quest to get their hands on the "Happily Ever 
After" potion, from fairies to magic shields and four 
leaf clovers. The controls take a bit of getting used to, 
but there are plenty of easy levels and areas that you 
can use to get the hang of them without having to 
start over all the time. 


COINS! 

LOVELY, GOLDEN COINS! 

Scattered throughout every level are forty gold coins 
stolen from the leprechaun that you can collect for 
goodies. This collecting is not as easy as it sounds, as 
the bad guys have apparently eaten some of the coins 
in an attempt to keep 'em safe. As you might expea 
this makes their retrieval... difficult Break out the 
stomach pump! 






Chapters are a nice 
change to levels. 



Overall, for something based on a major animated 
feature film, the game ain't half bad. 


VERDICT 
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J Contrary to 
the vast 

fR®*' majority of 
Vi public 

opinion, 
quite liked the 

Van Helsing movie. I also enjoyed 
the Van Helsing PS2 and Xbox 
games. Keeping this track record 
in mind, I was ready for Van 
Helsing on GBA to be similarly 


pleasing... but it wasn't I like to 
smite evildoers as much as the 
next evildoer-smiting guy, but 
sometimes too much of a good 
thing can end up being a bad 
thing - or, more accurately, a 
BORING thing. The basic formula 
of "see enemy, mash buttons to 
kill enemy, repeat thirty-billion 
times" simply doesn't do it for 
me anymore. I'm sorry. 






Van Helsing vs. the Giant Gold 
Pendant of Doom! 


The black blob with the hat is Van Helsing. 
Everything else is not Simple really. 


Van Helsing 


Type: Platform 


• ^Distributor Vivendi 


QLmk Cable Support No 


ANGEL WOULD KICK THIS GUY'S DEMON SMITING BEHIND 


COWERING IS FOR COWARDS 


Argh! Those damn blokes with 
spears! This game loves to 
repeatedly pit you against huge 
gangs of enemies at once and 
usually makes you kill all of them 
before progressing. It may take a 
few tries to get through these bits, 
lust don't get backed into a comer, 
because cowering doesn't help. 


"Hail, fair maiden! Wouldst thou like to come 
and drink ale with me on this delightful eve?" 






















WHY Does IT SHELL LIKE 
WET DOG IN HERE? 





t • «r 

3 ?-.. ^ 




Oh dear. The 
movie Man 
Hel sing was 
vastly sillier 
than I could 
have 

anticipated, and now the game is 
here. Luckily for us players, the 
game takes the best parts of the 
movie and keeps the action fast- 
paced without bogging 
proceedings down with lots of 
unnecessary introductory text. 
That said, it's worth mentioning 
that the story sequences may 
seem a little... well... STUPID for 
those who haven't seen the 
movie, but a chap with a stake 
looking for Dracula is not an 
obscure folktale, so it's not 
exactly hard to get the gist 

The controls are a tad irritating at 


first, but they're easy to get the 
hang of. On with the smiting! 
You battle skeletons, banshees, 
vampire spawn and, on 
occasion, the Vampire Brides, 
before gening to smite Dracula 
himself. There's some kind of 
thing with a werewolf, and 
some family not being allowed 
into heaven while Dracula still 
lives... but its not important 
because it's only the plotline. 
What is important is the smiting! 
All you need to worry about is 
smacking things with the variety 
of weapons at Van Helsing's 
disposal. And that's about it 

Is this enough to make Van 
Helsing a fun game? I think so. 
And I don't even like smiting 
that much! 


VERDICT ★ ★ ★ T 


Ha! Didn't see that one coming 
foetus men?" 


SIDEKICK CORNER 

Anna Valerious. Beautiful, tough 
and smitey. Provides story 
sequences and love interest 
Should help you kill things, but all 
she really does is stroll onto the 
screen to interrupt your looting 
and say something completely 
obvious before walking off again. 
Leaving Van Helsing with all the 
hard work, of course. Mmmmph! 
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Goku on the back foot.. 








_ 


Dragonball Z: 
Supersonic Warriors 


Piccolo tries for the upper hand over Frieza 




► Type: Fighting 


► Distributor: Atari 


► Rating: TBC 


► Link Cable Support GBA/GBA 


► Out Now 


DRAGONBALL Z GAMES ARE USUALLY ONLY GOOD FOR PRACTISING 
YOUR MANNERISMS, BUT FORTUNATELY THINGS CAN CHANGE... 




np' 


An aerial standoff. 




Wow, I 
thought this 
day would 
never come. 
As you 
probably know, 

we've been harping on for ages 
about how bad DBZ games are. 
Until now, most of us here were 
of the firm opinion that your GBA 
has more chance of floating 


through the roof and flying to 
the moon than it has of ever 
having a good DBZ game placed 
in its cartridge slot But 
Supersonic Warriors changes all 
that. Supersonic Warriors is 
actually a good DBZ game for 
GBA. It's shocking really. What 
can we expect next? A five star 
Yu-Gi-Oh! title? Anything seems 
to be possible now... 


A punishing knee grab? 


By charging up your Ki meter using 
Rl, each character can boost their 
power meter. These can be used for 
light Ki blasts (Rl and B) or Heavy Ki 
blasts (Rl and A). The real fun is in 
Super Ki Blasts (Rl, A and B), which 
produce blinding damage and a 
great little character portrait 
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Android 18 has it over 
blond Gohan. 


Now Dragon 
Ball Z is pretty 
stylin'. Sure, 
it's paced like 
The Bold and 
the Beautiful 


and has a back story just as 
convoluted, but at the end of the 
day, blokes with big hair flying 
around destroying large tracts of 
terrain using super powers is one 
of my dreams. So it's refreshing 
that this straight ahead fighter 
gives players the chance to 
experience the best of the 
Dragonball universe: hysterical 
battle, Ki attacks and that crazy 
flying-hovering stuff they do, 
without delving too deep into the 
mindless characters. 

This is all about the spectacle of 
the fight Like Samurai 









Showdown, characters can 
move far away from one 
another, to allow for some 
interesting tactical manoeuvres. 
Like King of Fighters, charging 
your Ki meter plays an 
important part in unleashing 
powerful attacks and counters, 
but also leaves you vulnerable. 

In visual terms, Supersonic 
Warriors is not the best: the 
game could've used more 
frames of animation to bring the 
combat alive (like the cartoon!). 
This weakness is balanced out 
by the unique and compulsive 
gameplay. Dragonball Z: 
Supersonic Warriors delivers 
enough in style and good basic 
play to satisfy brawler fans in 
need of a handheld fix. 


VERDICT 
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just means to getting more stat 
points to play around with. That 
isn't to say that the golfing isn't 
good fun. It's about as good as 
a game of Thwack & Stroll is 
going to get on the GBA. The 
physics are sometimes a little 
bit dodgy, but that's forgivable 
given the consistency of the rest 
of the game's systems. And, you 
know, it's got a story mode. You 
have to love a good story mode. 


f j I consider 

Mario Golf 
il JB¥ more of an 

RPG than a 

■JBH M BBfc y golfing game. 
Almost 

everything I enjoyed about it is 
directly related to the 
manipulation of stats and other 
RPG style activities. For me, parts 
where you actually play golf are 














Before Mario Golf: Advance Tour, I 
had never played a golf game in my life. This is 
because I think golf is quite possibly the most boring 
game ever invented - and that's coming from 
someone who used to play croquet While real golf 
may be boring, Mario Golf is quite the opposite. It's 
accessible, addictive and rather a lot of fun. 


Mario Golf: Advance Tour isn't just about playing golf with a bunch of 
Nintendo superstars. What's really cool about this game is the Story 
Mode, which is essentially a golfing RPG. You start out as a novice 
golfer and build up your skills until you're ready to challenge the club 
champions and eventually Mario himself. 


One of the best things about Mario Golf: Advance Tour is that it's very 
easy to pick up and play, even if you don't know your sand wedge from 
your 7-iron. The controls are simple and intuitive, and the Story Mode 
features plenty of tutorials and opportunities to practise your game. 
Before you know it, you'll be an expert in selecting the right club, 
choosing where to aim and even putting a little spin on the ball so it 
lands in just the right spot 

Once you start on the path to golfing perfection, there's no turning back 
- Mario Golf: Advance Tour rocks. 






TAKE THEM ON TOUR 

The characters you develop in Story Mode are also available 
for a quick round of single player golf (against the likes of 
Mario and Donkey Kong) or you can use them to challenge 
your friends in multiplayer mode. You can even transfer your 
characters to Mario Golf: Toadstool Tour on the Gamecube! 


He's not aiming for the hole. He's trying 
to knock bananas out of the trees. 


Remember to share your experience 
points with your doubles partner! 


Ooh - desert golf! How exciting! 
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► Type*: Racing 


► Distributor Atari 


► Rating: G 


► Link Cable Support: GBA/GBA 


► Out: Now 







PLUMY DIGIMON! 

YOU ARE NO MATCH 
FOR OMNIMON 
HA! HA! HA! HA! 


Mhcn Omniman ix at rest, 
that ix the time to attack! 


Prepare to meet your doom! 


VERDICT 


With the exception of that Aussie Pole 
Vaulter, you'd never think jumping could 
bring a whole lot of joy to an individual. 
Well, someone over there at Bandai 
deserves a medal for adding a jump feature 
to a 2D racer. And yes, it comes in handy. 
Bless you, developer man! Failure to use the 
jump may result in weird monsters sliding 
down your windscreen. 


You'd be 
forgiven, 
upon first 
loading up 
Digimon 
Racing into 
your GBA, for thinking that 
someone grabbed the code for 
Mario Kart and changed the 
graphics to Digimon monsters. 
This is not a bad thing though, as 
we all know how much fun Mario 
Kart is. Digimon Racing goes that 
little bit further though, mixing it 
up a little to produce a game that 
you won't tire of easily. 


My first favourite thing about this 
one is that they have managed 
to incorporate an End Level Boss 
into a racing game (you'll need to 
defeat him to be able to open up 
the next section of the map). My 
first least favourite thing about 


this game is the initial difficulty 
you have trying to defeat the 
first boss. Think Battle mode, 
but the boss has an unlimited 
supply of powerup's to aim at 
you, where as you need to pick 
them up off the track (and they 
just happen to be on moving 
conveyer belts). 


Speaking of powerup's, I should 
mention my second favourite 
thing about the game: if you 
don't use your powerup by the 
time another comes around it's 
ok - you can have a second 
one sitting in reserve. 


I have to say, I was surprised. At 
first, I thought the controls were 
a bit painful, but after a couple 
of races it all comes together so 
well that you just don't want to 
put it down. 


r * 




LI: 

□ □:5«4:33 

L2: 

□ □.50:13 

L3: 
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Such handsome faces, 
k but third?!? 




































Shining Soul 2 


t Type: RP6 ► Distributor: THQ ► Rating: G ► Link Cable Support: 6BA/GBA 


OUR FIRST READER REVIEW IS HERE! HUZZAH! 





Kelly Wilkinson 


One of the best things about 
Shining Soul 2 is the choice of 
characters. You can choose from 
warriors, ninjas, archers, wizards, 
vampires and more. You can even 
choose the colour of the costume and hair! The 
character creation part of this game definitely rocks. 

Although the battles aren't that hot, the spells are still 
pretty cool. Levelling up with status points gives you a 
chance to even out your character and there's a range 
of items and weapons you can buy. And if you get 
bored playing by yourself, you can always link up 
with someone else. 


The storyline isn't too flash, but - if you can't already 
tell - I really like this game. There are even eight save 
slots! Eight! Think of the possibilities! And if you do 
die unexpectedly, you can just continue from the 
nearest angel or portal. I like this because it gets rid of 
unwanted and boring backtracking. 


Personally, I like seeing myself as the hero of the 
story and I like that everyone wants to hear from you 
regardless of what kind of character you are. So, even 
if you're a wolf-beast, everyone still wants to hear 
from you! Weird, huh? Yeah... definitely very weird. Oh 
well, it's still a great game. Actually, a REALLY great 
game. Really. I mean it! 

sm 







Do YOU want a revie 
ublished in GBA World! Well, 
ere's what you have to do: pick 
GBA game you want to review, 
(rite 200 words about it tack on 
VERDICT out of five stars, and 
len send it off to us in an 
nvelope with your details on the 
ack. Details about link-cable 
upport are appreciated, but don't 
/ony about all that other info up 
ie top - we'll put all that in for 
ou. Also, please be sure to 


include a picture of yourself to go 
into the caricature box next to the 
review text And that's it! 
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Write to us at 

78 Renwick St 

My Game Boy Life 

Redfern NSW 

GBA World 

Australia 2016 


C(€K\rv>e 

We want to know all about you! 


Boy L)fe 


This is your chance for fame and glory. Oh, and to be featured inside the hallowed pages of GBA World Who 
could resist? 

Simply tell us about yourself and your Game Boy Life, including a photo, and we'll print a random selection of 
responses each month. No prizes, just a chance to show off to your friends! 

It's a pretty special My Game Boy Life this time round, ladies and gents. First of all, we've finally got a female 
GB Lifer! Okay, I know Ness was technically the first lady featured in My Game Boy Life, but that doesn't count 
because she writes for the mag. C|, on the other hand, is a reader... a reader who harbours an unhealthy 
obsession with Patrick Alexander. But a reader! And a girl! Yay us! 


But wait, because that isn't all. In addition to our very first female GB Lifer, we've got our very first Kiwi GB Lifer 
as well! Jonathan Campbell hails from the Land of the Long White Cloud and has publicly admitted that he thinks 
Samus is sexy. I mean, yeah, we kind of agree and everything... but still... we wouldn't say that to her face. 
Getting shot in the buttocks with an arm mounted plasma cannon hurts. A lot 




Name: Yukiyo Jian (Better known as C|) 

Suburb & State: Richmond, VIC 
Age: 15 

What do you call your GBA? The Sacralicious One 
(Mmm. Sacralicious. - Ed) 

First game? Pokemon Sapphire 
Most wanted game? Harvest Moon: FoMT - I 
REALLY want a girl version! (Amen! - Ness) 

Preferred gaming food and drink? Fruit Flavoured 
Chuppa Chups and Creamy Soda 
Sexiest game character? Seto Kaiba. Not only is he superior to 
Yugi in eveiy way, but he wears dramatic outfits too. Rrrowr! 
Which game is your guiltiest pleasure? Yu-Gi-Oh: Dungeon 
Dice Monsters. 

Mario or Luigi? Why? Luigi, because he has a better sense of 
colour co-ordination in clothes. 

Worst game? So far. Ice Nine. It's violent but utterly pointless. It 
also makes me dizzy. 

Wackiest place you've played your GBA? Crouched in a corner 
behind a piano in total darkness at 11:58 PM. (Poetic! - Ed) 
Describe your playing style in ten words or less. DUEL ME! Lose 
and the puny Yugi gets it! 


Name: Jonathan Campbell / 

Suburb & State: Auckland, NZ 
Age: 11 

What do you call your GBA? Fusion 
First game? Yoshi's Island 
Most wanted game? Mario & Luigi: 

Superstar Saga 

Preferred gaming food and drink? Diet Coke and 
Potato Chips. (Bah! Diet Coke is tar water! - Ed) 

Sexiest game character? Samus 

Which game is your guiltiest pleasure? Final Fantasy 

Tactics: Advance 

Mario or Luigi? Why? Luigi, because he jumps higher. And Mario 
always takes the credit for everything! (Yeah! - Ed) 

Worst game? Dragonball Z: Legacy of Goku 

Wackiest place you've played your GBA? On the toilet 

Describe your playing style in ten words or less. Let's kick some butt! 


If YOU want to be in next 
issue's edition of My Game 
Boy Life, simply fill out the 
form below and send it in 
with a picture of yourself! 

Name:_ 

Suburb & State:_ 


Age:- 

What do you call your GBA?_ 

First game?_ 

Most wanted game?_ 

Preferred gaming food and drink? 

Sexiest game character?_ 

Which game is your guiltiest 
pleasure?_ 

Mario or Luigi? Why?_ 

Worst game?_ 

Wackiest place you've played your 
GBA?_ 

Describe your playing style in ten 
words or less_ 
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KIRBY WANTS TO KNOW|J YOUR FAVOURITE GAMES! 


GBA World Reader's Top 20 

My favourite GBA games are: 

1 . 


Cut out (or photocopy) this form, 
pop it in an envelope and send it 

Reader's Top 20, 

GBA World 
78 Renwick St 
Redfem NSW 2016 
Australia 

Or email gba@next.com.au 


No. 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 
11 
12 

13 

14 

15 

16 

17 

18 

19 

20 


Game Name Last Position Time In 


Pokemon Ruby 4 7 

Pokemon Sapphire 1 7 

Yu-Gi-Oh: World Championship 2004 3 2 

Final Fantasy Tactics: Advance 2 5 

Yu-Gi-Oh! The Sacred Cards 1 

Mario Kart Super Circuit 13 1 

Yu-Gi-Oh: Worldwide Edition 7 4 

Shining Soul 2 1 

Fire Emblem 14 4 

Dragonabll Z: Legacy of Goku 2 10 6 

Harvest Moon: FoMT 13 2 

Metroid: Zero Mission 12 2 

Simpson's Road Rage 5 3 

Advance Wars 2: Black Hole Rising 12 1 

Mario & Luigi: Superstar Saga 6 4 

Dragonball Z: Taiketsu 11 4 

Sonic Advance 3 2 

Crash Nitro Kart 18 2 

Metroid Fusion. 17 1 

Yu-Gi-Oh: Dungeon Dice Monsters 20 3 


A few surprises for this issue's Reader's Top Twenty - 
most notably, the completely unexpected return of Mario 
Kart: Super Circuit into the top ten! Sitting at a very 
respectable sixth position, this is the first time Mario Kart 
has snagged a spot on the list since GBA World *7\ Also 
surprising is the swift ascension of Shining Soul 2, which 
has come from nowhere to secure a spot at number 
eight Oh, and just while we're talking about RPGs, it is 
our distressing duty to announce that - for the first time 
since GBA World began - The Legend of Zelda: A Link to 
the Past has dropped out of the Top Twenty altogether. 

It is indeed a sad event but one that has been coming 
for a long time now. Farewell, LoTP - we'll miss you. 

(*sniff* - Link) 
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► System: GBA 


Players: 1-4 


* This game sees you playing 
the role of Brenden, an 
eighteen-year-old bull rider 
with some serious attitude. As 
Brenden, you have to ride 
bucking broncos through 
eighteen different stadiums and 
earn enough prestige to 
become the greatest rodeo 
rider the world has ever seen! 



There are three different bulls 
and each is uniquely 
challenging to master. To ride a 
bull, you have to use the 
control pad and press different 
combinations of the A and B 
buttons to perform various 
tricks. Both you and your bull 
have stamina meters. If you 
wear out the bull's stamina 
meter by staying on, the round 


is over. If you wear out your 
own by performing too many 
tricks, you fall off. Whether or 
not you can proceed to the next 
round of a tournament depends 
on how favourably the judges 
and audience view your 
performance. You are rated on 
how well you control the bull 
and how long you manag to 
stay on... if you did at all! 


Of course, you're not the only 
one taking part in these 
competitions - your 
performance will also be rated 
against that of the other 
contestants and you won't 
make it through if three or 
more people get a better score 
than you. For every round you 
win, you earn money that you 


can use to buy better saddles, 
reins and other assorted 
upgrades. This is necessary 
because the judges get pickier 
the further you progress, so 
you're going to need all the 
best gear to pull off the 
sweetest moves you can. 


Rocfeo Rampage also has a 
multiplayer adventure in which 
you are the bull and must buck 
off your rider before your 
competitors do. As with the 
single player game, both the 
bull and rider have stamina 
bars. The first to buck off three 
players wins! 


So, what do you guys think of 
my game? 
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DONKEY KONG SAY 






Donkey Kong is good at riding animals. Donkey Kong has had many 
adventures where Donkey Kong got to ride fun animals like a dolphin 
and an ostrich and a rynos... a rhynus... a big grey thing with a 
horn that tramples on silly small Kremlings. Because 
Emmy's game is all about riding animals. Donkey Kong 
likes it a lot! Donkey Kong thinks you have lots of good 
ideas, Emmy! Donkey Kong especially like the idea of 
pressing the GBA buttons to do special tricks while 
riding the bull. This would make Rodeo Rampage lots 
of fun... especially if you can learn trickier tricks later 
on in the game! The only question Donkey Kong has 
is this: why is there only a bull to ride? What you think 
of putting in more animals, Emmy? Maybe not a 
raynoss... a rhynoz... a big grey thing with a horn, but how 
about a bronco or something like that? Donkey Kong like broncos and Donkey 
Kong also like your game, Emmy! Thumbs up! 








DIDDY K< 


See, now, this is exactly the kinda thing I'm lookin' for in my GBA games! 
Original, action-packed, and chock full of multiplayer goodness... oh yeah, 
Emmy, you've done yerself proud here! The thing I like the most about 
Rodeo Rampage is how deep it is! Ya could've just said it was a rodeo 
game about riding bulls and left it at that, but instead ya went the extra mile 
and included all sorts of awesome RPG style stuff that would keep anyone 
playing for months. Gotta love that. The only thing I'd add to the mix is a bit of 
a story (Why is Brenden riding rodeos? What's he gonna achieve?) and 
maybe some stats for the riders as well as the bull. So, like, ya could gain 
stat points as ya progress and use 'em to improve stuff like Brenden's 
balance and strength. But that's just my idea and yer game sounds wicked 
without me adding anything to it! Awesome work, babe! 


Well, that's D&D's Design-a-Game for this 
issue of GBA World If YOU'D like a chance to have 
your great game ideas published and win a prize 
while you're at it, then simply write a 250-300 
word description in the format you see here, 
include a few pictures and send it all in an 
envelope along with your details to: 


D&D's 

Design-a-Game 

GBA World 
78 Renwick St 
REDFERN, NSW 
2016 


Please note that we will not accept submissions that are based on existing intellectual property (including 
remakes) or that contain copyrighted work. GBA World would like to stress that any similarity between the games 
described here and games currently available or in production is purely coincidental. 
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DISHONOURABLE DISCHARGE 

Owing to their shifty nature and disreputable behaviour, some strategy 
games just don't deserve to be included among the rank and file of the 
GBA army. Yu-Gi-Oh! Stairway to the Destined Duel is definitely one of 
these. With its completely lacklustre design and presentation, it's hard to 
see it as anything but a cash-in electronic version of the card game. Our 
second nomination for a quick court-martial is Dragonball Z: The 
Collectible Card Game. With the exception of Supersonic Warriors, pretty 
much every DBZ game ever made has been crap and this is no 
exception. Strip these games of their stripes and chuck 'em in the dink' 

. / 


aficionado is not likely to be too 
stylish or clean but is surely smart 
enough to cut down your sneering 
with a smart-alec remark. 

Traditional strategy games don't work 
on GBA for a number of reasons. 
Usually they involve large gameplay 
areas that need navigating and 
tending, a task the GBA is ill equipped 
for. Secondly they need a way to 
receive rather complex commands for 
the player... and the GBA has four 
buttons. Lastly, the normal graphical 
requirements are way out of our little 
machine’s depth. 

All of that makes the GBA sound a bit 
weak but no! The GBA has one big 
advantage - it actually forces the 
developer to come up with a good 
design. That's the mark of a good GBA 
title: lean, clever, sleek and portable. 

Suffice to say, we need a new 
definition of what "strategy" is. So 
here goes: Our loose definition of 
strategy is a game where substantially 


Most of us 
who wear the 
label "gamer" 
live on a 
wide-ranging 
diet. If you have 
a GBA, you're also likely to have a PC 
and play some games there. You may 
also have a GameCube or a PS2. Even 
if we don't OWN a system (and even 
if we profess to HATE a system), we 
are more than happy to drop in on a 
friend to get a peak at Ninja Gaiden. 
We play a lot, even of games we 
don't particularly like. 


Anyone who has experienced strategy 
gaming outside of the GBA knows that 
it's very different from what we call 
strategy on the handheld. The PC is 
the original homeland of strategy and 
encompasses action games like 
War craft. Command & Conquer to war 
simulations like Total War to the 
statistics heavy, snail's pace style of 
Civilization. The 
average strategy 


more of your brain is required to 
understand, analyse, plan and invent 
to achieve success. 


If you've been scared away from 
strategy by smelly Goths ranting about 
Warcraft, here's your 
chance to 
experience some 
of the tastier 
treats 
available 
on the 
GBA. 

They're 
different 

but once you get 
the taste, you're 
sure to 
ask for 
seconds. 

Bon 

appetite! 













































RECRUITS-. 


SimCity 2000 


DISTRIBUTOfcEA 
PLAYERS: 1 


A FAITHFUL PORT from PC that suffers from 
the problems mentioned on p.56. The 
cramped view makes managing the whole 
city difficult Cutbacks in animation and 
detail dull the interest of ol' timer fans like 
me. The essence of SimCity is there but this 
not the equal of its original form. A case of 
horses for courses? 





Onimusha Tactics 


DISTRIBUTOR: N/A 

SCORE: 


NOBUNAGA IS BACK causing mischief and 
it's our boy, Onimaru, who must do the 
bashing. The problem is that this feudal 
combat strategy lacks any kind of depth. In 


stark contrast to stronger titles in our 
Buyer's Guide, there are few tactical 
decisions to be made - no flanking, no 
character development Undercooked. 






The Sims: Bustin' Out 


DISTRIBUTOfcE^^^ 

SCORE: *** . ■ . - 


A SMART REINVENTION of 
Sim life that changes the style 
of play from social experiment 
to open-ended "living". Keep 
your sim happy, healthy and 
friendly while you amass 
wealth. The same customized 
feel as the original makes this 
a very personal game but it's 
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Worms World Party 


DISTRIBUTOR: UBISOFT 
PUIYERS^UOI^ 
SCORE: 


AN UNDERRATED PORT of an old multiplayer classic. 
Worms World Party is still brilliant fun due to its 
excellent design, random nature and addictive 
gameplay. The random placement of Worms at the 
beginning of a battle means each game is very 
different. The wide range of weaponry gives the game 
plenty of opportunity for humour in dispensing 
carnage. Combining the super cute worms with an 
over-the-top penchant for 
violence makes Worms World 
Party a lively romp. 

The visuals and sound of 
this recent release certainly 
don't match those of the 
ageing original. However the 
heart of this game is alive and 
ticking and it's a blast Ignore 
the underwhelming AV and 
it's pure genius. 




Rainbow Six: Rogue Spear 


DISTRIBUTOR: UBISOFT 
PLAYERS^^^“ 



THE FEW FIRST person shooters we've 
seen on the GBA are about as simplistic as 
these games get: Doom and Ecks vs Sever, 
for example. So it was always going to be 
a big ask to reproduce the subtly of covert 
operations that is Rainbow Six. But 
Rainbow Six GBA very ably sorts the men 
from the boys, recreating the atmosphere 
of international squad antics. Each mission 
demands you handpick a team from a 
lively crew of elite mercenaries with varying 


experience and abilities in reflex, health, 
stealth and aim. 

With four areas of expertise (assault, 
sniper, recon and demolition), tailoring your 
team to mission objectives is half the fun. 
The on-screen cues are excellently realised, 
from target crosshairs for when an enemy 
was in range to directional arrows showing 
where fire was coming from. It's a pity the 
shortcuts keys for commands were so 
laborious. Good execution. 


























































DISTRIBUTOR: N/A 


PLAYERS: 1-MULTI 


SCORE: 
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Mech Platoon 


A FULLY FEATURED resource 
management combat strategy that 
manages to take the basics of its PC 
cousins and trims them to fit perfectly on 
the GBA The chance to customise up to 
twenty mechs with unique components 
should slake the thirst of Mech Warrior 
fans and newcomers alike. 

Three resources are needed to 
construct your forces in Mech Platoon: 
sand, rock, and crystal. Resource 
management is handled deftly when 


you consider that most resource 
strategies have only one or two. A 
careful unit cap expertly balances play 
so that you aren't swamped but enjoy 
a fairly tight focus. There's a great 
range of missions and construction 
options of Mechs gives Mech Platoon a 
great amount of depth. It lacks the 
overall polish of its bigger rival, 

Advance Wars, but in terms of value for 
money Mech Platoon is up there with 
the best Local release soon, please! 




Harvest Moon: Friends of Mineral Town 



DISTRIBUTOR: UBISOFT 


PLAYERS: 1 


SCORE: ★ 


IN TERMS OF pure 
compulsion. Harvest 
Moon is one of the 
best games on the GBA. 

The sheer range of strategic 
choices and the chance to 
shift course through the game 
appeals to all gamers, not merely the 
ones with little sisters. Yes, yes, it's about as close to 
strategy as The Sims, but the level of freedom in 
play means it qualifies. 

Time management is crucial, especially early in the 
game. Do you plant a big field of crops, or jump to 
livestock? Maybe fishing and gathering? Once 
foundations are tied with the harvest sprites, the 
game takes on almost random calendar events that 
will test your progress in showground competitions 
and the like. A game that makes you believe there 
are honestly not enough hours in the day is truly 
a thing to behold. f 1111 
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Fire Emblem 


DISTRIBUTOR: NINTENDO 
SCORE: ★ ★ ★ ★ 


HERE WE GO with the RPG 
hybrid strategy games, fire 
Emblem betrays so much 
role-playing in itself, we 
might wonder if there's a 
strategy game at all in 
there. But there is. The 
intensive preparations for 
each mission which call for 
different skills, the absolute 
necessity in maintaining a 
range of different classed 
units at the peak of their 
ability and most of all the 
careful choices in levelling 
up and promotion mean 
this game is more cerebral 


than you might first have 
thought 

The strategic interest lies 
in testing your composition 
of troops and squad 
formations against the 
hording masses, as you 
tramp through a dungeon 
or venture over a mountain 
pass. Fire Emblem can as 
easily be classified as an 
action game or an RPG and 
that is probably its greatest 
strength - it boasts all of 
these styles and seamlessly 
melds them into one 
excellent product. 



Final Fantasy Tactics: Advance 


DISTRIBUTOR: NINTENDO 
PLAYERS^MJ^l' 
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NOW THIS IS just ridiculous. It's hard to 
think of a game that asks you to change 
your strategy so arbitrarily as Final Fantasy 
Tactics: Advance. And there's one reason: 
those blasted judges and their laws! It's a 
great play device because it shifts the 
balance of power so drastically. Can't use 
blades? Oh well, that rules out my 
swordsmen, I'll have to rely on mages. Can't 
Target All? Well, that's my summoner and 
gadgeteers out 

But the smaller details are truly amazing 
too. Even with a 100% targeted attack, if 
you have no line of sight, an archer can't hit 
her target. Flanking is so logical, so 
enjoyable that you wonder why a game like 
Onimusha Tactics didn't have it I racked up 
well over 140 hours before I finished with it 
- and if that's not an endorsement, I don't 
know what is. Near flawless. 
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Advance Wars Series 


DISTRIBUTOR: NINTENDO) 


PLAYERS: 1-MULTI 


SCORE: ★★★★★ 
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WAS THERE EVER any doubt? Our top three all have 
previous titles on the SNES (or Famicom systems in japan) 
and that meant they were being refined long before they 
made it to the GBA. But Advance Wars has been going since 
the original NES and this long history is more than evident 
in the masterpieces that are Advance Wars and Advance 
Wars 2: Black Hole Rising. Why are they so good, you ask? 
It's mainly due to masterful design. Here's a game that plots 
all of your strategic options on the A and B buttons, using a 
string of yes/no choices. Of course, the shoulder buttons are 
essential for seeing attack ranges but you could play 
without them. 

They've managed a great balance of units (of around a 
dozen) that recreate the intricacies of troop deployment in a 
skilful, abstract and compelling way. From foot soldiers up 
to support units and troop carriers, tanks, indirect fire, 


aircraft, and battleships. There aren't HEAPS of units but 
there's enough to make for a learning curve. Ultimately, the 
blend is near perfect and isn't even fully explored on these 
two titles. 

Advance Wars is a strong game overall and is arguably 
one of the finest strategy games on ANY system: single 
player story campaigns that are great fun, Hard campaigns 
that border on the ridiculous, visuals and music that 
maintain character and style after hundreds of battles, and a 
cast of lovable rogues to command. But is it better than its 
sequel? The added units and maps, bigger cast and hugely 
expanded multiplayer are all boons for Black Hole Rising 
but these additions don't diminish the original. My money's 
on the first game. Here it is - the best strategy on the GBA, 
buy now before you forget! 




























IN CONJUNCTION WITH our friends at Vivendi Universal, GBA World is happy to present 
this very special walkthrough for Crash Bandicoot: Purple - Ripto's Rampage. Here you 
will learn everything you need to know to blast your way through the single player 
portions of this fine game - where to go, how to beat the mini-games and the skills 
you'll need to kick some bad guy bee-hind. And just in case you Spyro fans feel a little 
left out, we'll be running a similar guide to Spyro the Dragon: Orange - The Cortex 
Conspiracy in the next issue of GBA World. But for now, let's get to Crash! 


LEVEL ONE • WUM?A JUNGLE 


In this first level, you must enter and defeat all 
five mini-games in order to proceed. Collect as 
much Wumpa Fruit as you can to enter these mini¬ 
games. As soon as you start off, move Crash to the 
right across the bridge and use your spin move to 
defeat any enemies in your way. It shouldn't be 
too hard to find enough Wumpa Fruit to enter the 
first mini-game, GRIN AND BEAR IT. There 
shouldn't be any dramas with this one. Simply 
ride the polar bear to the very end, avoid 
obstacles, and victory will be yours. 

With that out of the way, proceed to the gate. 
You'll need 20 Wumpa Fruit to pass through here 
so go and collect some if you don't have enough. 
After you've done this and have entered the new 
area, proceed right and work you way to the top 
left by jumping on the moving platforms. Time for 
another mini-game! SHEEP STAMPEDE is a fairly 
simple affair - simply destroy all the sheep before 
.they reach you. Easy peesy. I'm sure you'll agree. 
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BOSS BATTLE' SPYRO 


Funnily enough, the first boss battle in Crash Fusion 
is actually against Spyro the Dragon! We won't ruin 
the story for you by telling why they're fighting and 
what happens after, but we will be good enough to 
tell you how to beat the little purple guy. The trick is 
to break the bridge underneath Spyro's feet with the 
Molotov cocktails. Don't worry about attacking the 
dragon itself - just go for the bridge and sweet 
victory will soon be yours 
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SPYRO: YOU MUST BE ANOTHER 
ONE OF RIPTO’S CREATURES! YOU 
HINK YOU’RE JU5T GOINS TO 


LEVEL ONE • WUMRA JUNGLE (coat) 


Once you're out of the mini-game, 
go to the right, jump onto the 
second moving platform and then 
make a leap to the left Hooray! 
Here's another mini-game! Named 
with a terrible pun, TANKS FOR THE 
MEMORIES is reasonably easy in 
that all you have to do is move 
your tank to the other side of the 
map. CHOPPER STOPPER, which 


you will find by going to the right 
on the bottom path, is a little bit 
harder but is nothing you can't 
handle with a little practice. Stay 
alert and shoot the falling objects 
before they hit the bottom of the 
screen and voila! You've only got 
one more mini-game to go! 

CRASHIN' DOWN THE RIVER is 
located to the right of CHOPPER 


STOPPER. This one is easily the 
trickiest mini-game in this level. 
Manoeuvre your little raft through 
the rapids and avoid all obstacles. 
Don't fret if you die - perseverance 
and a liberal use of the turbo 
button will see you succeed before 
too long. With that done, go and 
unlock the gate and proceed to your 
first boss battle! 
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LEVEL TWO • ARCTIC CLIFFS 


' 5 ? 


To find the first mini-game in this 
level, go to the right after starting and 
jump onto the first crate you see. From 
there, make your way to the top left 
and bingo - you've found CRASH AND 
BURN. This one can be a tricky little 
blighter. The basic objective is to keep 
Crash from touching anything while 
getting him to the end of the course, 
just remember to keep him afloat by 
rhythmically pressing the A button, 
keep on your toes and you should be 
fine within a few tries. 

Once the game is completed, stay on 
the top path and jump until you reach 
the second mini-game: POLAR 
EXPRESS. This one's pretty much 
exactly the same as its counterpart in 
the first level. |ust ride the polar bear to 
the end and you'll succeed. To find the 
next mini-game, stay on the top path 
and go through the gate to the second 
area. Now drop down the hole and 


you'll find your next challenge, 
BLIZZARD BALL This game is a bit like 
old-school "deflector" games like 
Breakout - Crash must deflect incoming 
balls back at enemies to destroy them. 
There really isn't any help we can give 
other than saying "keep your eye on 
the balls"... but that sounds kinda dirty. 

After BLIZZARD BALL bites the dust, 
go the right until you reach a jump box. 
lump onto it you will find the fourth 
mini-game, FRIGID WATERS. This game 
is very similar to CRASHIN' DOWN THE 
RIVER... except it's a lot bloody harder. 
When you win, go to the left until you 
see another jump box. lump on it and 
you'll find yourself in the fifth and final 
mini-game for this level, SHEEP 
PATROL Once again, this game is very 
similar to the one you completed in the 
Wumpa Jungle... except it's a bit harder. 
Complete and it's time for boss battle 
number two... 
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BO$S BATTLE TINY 


The trick to beating Tiny is to drive your tank around 
and shoot him while his shields are down. Hit him 
three times in this way and victory will be yours. A 
good tactic we discovered was to turn our tank to 
the side, spin the turret to face tiny and then go back 
and forth along the bottom while constantly 
shooting. 













































LEVEL THREE • FIRE MOUNTAINS 


The Fire Mountains constitute one 
of the most interesting levels in 
Crash Fusion, if only because it's 
where you meet the newest 
character to burst into the Crash 
universe. Who is that character? 
We're not going to tell you. That 
would just ruin the surprise. 

As with the previous levels, the 
object in Fire Mountains is to find 
and complete all the mini-games. 
The first one - TANKIN' OVER THE 
WORLD - is actually pretty easy to 
locate: simply move left from the 
beginning of the level and keep 
doing so until you stumble across 
it In addition to being easy to find, 
this mini-game is also pretty easy 
to complete. Simply move Crash 


and his tank to the other side of the 
maze and you'll win. With that 
done, you can proceed to the right 
and cross the burning bridge to find 
the next mini-game, appropriately 
titled IN HOT WATER. This raft game 
is probably the hardest of the lot... 
but it's beatable. |ust keep at it! 

Enter the next section and drop 
down to play the next mini-game: 
CHOP TILL YOU DROP. This one's very 
much like CHOPPER STOPPER except 
- as you might expect - it's harder, 
lust shoot the enemies before they 
reach the bottom of the screen and 
watch out for the guys with the 
shields and you'll do just fine. 

The next mini-game can be found 
directly to the right and is called 


ROCKET POWER. It's just like CRASH 
AND BURN, except it's longer and 
has more obstacles. Our favoured 
strategy is to keep Crash in the 
middle of the screen so that he has 
some leeway to go up or down if 
the situation requires. 

When you've succeeded, go left, 
jump onto the jump box and then 
proceed right Stay on the top and 
you will eventually come across the 
fifth and final mini-game for this 
level: BAT ATTACK. Here, Crash rides 
on top of a bat and must shoot 
enemies until he reaches the end of 
the level. Don't bother with the 
charge attack here: it's useless. |ust 
keep a steady stream of rockets 
happening and you'll get through. 


This isn't so much a boss-battle as it's a "boss 
pursuit". Instead of fighting Nina outright, Crash is 
on a bear and must escape his foe in much the same 
fashion as the bear riding mini-games you 
completed earlier. Be careful not to get too far ahead 
of Nina, because the game sometimes... erm... 
"crashes" when you do. 


BOSS BATTLE NINA 
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LEVEL FOUR - DRAGON CASTLE 


Although it sounds pretty ominous 
and stuff, this place actually isn't too 
bad. It's the same deal you're used to 
by now - complete the mini-games 
to proceed - but everything's just a 
bit harder and stuff. To find the first 
mini-game, go left from the entrance 
portal and proceed to the top path. 
Eventually you will come across 
SHEEP SHUTTLE, a mini-game in 
which you are required to shoot a 
gang of malicious sheep (!) before 
they reach Crash... AND KILL HIM. It's 
not hard, lust, you know, shoot the 
sheep and they'll explode. 


After you've cleared the world of 
malicious sheep for good, go back 
towards the beginning of the level 
and jump on the moving platform to 
go up. From there, travel across the 
top of the stage and you'll stumble 
across a mini-game with an 
absolutely SUPER title: UP, UP, AND 
AWAY. This is just like all the other 
"fly and dodge stuff" mini-games 
you've played so far. To win, all you 
have to do is... erm... fly and dodge 
stuff. I know it sounds easy, but this 
is probably one of the hardest mini- 
games in the whole game. Watch out 


for the Nitro crates! When you do this 
successfully, proceed to the right and 
go through the gate to the next 
section. Once through, walk to the 
right and you'll hit upon CASTLE 
CHAOS, the third mini-game in this 
level. As you might expect by now, 
this game is just like a mini-game 
you've played previously - BLIZZARD 
BALL Simply deflect the balls back at 
enemies until you destroy them all. 
Keep an eye on the enemies with the 
golden shields. To beat them, you'll 
have to deflect balls off the walls and 
hit 'em in the back. 









































LEVEL FOUR • DRAGON CASTLE (CONT.) 


With that done, make your way right 
until you come across some jump boxes 
Go up here and continue to do so and 
you will eventually find yourself in the 
fourth mini-game for this level, BATS IN 
THE BELFRY. This is very much like BAT 
ATTACK in that you have to guide your 
little bat friend through to the end 
while shooting anything that gets in 
your way. It's harder than it sounds, so 
don't get discouraged if you have to do 
it a few times in order to win. Make 
sure to keep your eye on the spikes! 
When you finally do get to the end, go 
to the right again to where the jump 
crates are and fall down the hole there. 


Go left from here and you'll find 
yourself in the fifth and final mini-game 
for this level - TANKS R US. To be 
perfectly honest, this one's a bit of a 
walkover and seems a bit easy for the 
very last mini-game in the second last 
level of the whole game. |ust drive your] 
tank to the end and you'll win. The 
only thing you really need to watch out 
for are the bombing runs. Whenever 
you see the shadow of a giant plane 
overhead, keep driving in a single 
direction and don't stop until the 
bombs stop falling. If you hesitate for 
just a second, you'll get blasted to the 
moon and back. 
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DOSS BATTLE RIPTO 

We hate to admit it, but this boss battle with the big 
bad from Spyro really had us scratching our heads 
for a while. See, you might think the obvious thing 
to do here is to just shoot Ripto till his shields 
disappear - but no. What you have to do is shoot 
one of the big, blue flying monsters to get him mad 
enough to drop his shields so you can get him while 
vulnerable. And you can't just shoot any old blue 
flying monster. You have to shoot the ones that look 
"solid". To get what we mean, have a look at the 
screenshots. Shoot him three times to win the 
confrontation. 
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LEVEL FIVE • TECH PARK 


Tech Park is the 
final level in Crash 
Purple. In order 
access it you 
need to collect all 20 clear gems from 
the mini-games and bonus-games 
peppered throughout the previous 
four levels of the game. Once that's 
done, simply unlock the gate past the 
Ripto boss battle portal. Be warned, 
though: this is the last level in the 
game and the challenges contained 
therein reflect this fact It's a tough 
cookie. 

From the entrance portal, go left 
and jump up on the first moving 
platform and jump down onto the 
yellow path across the gap. Continue 
left and you'll come across the first 


mini-game in this level - CRASH AT 
THE CONTROLS. This is essentially 
just another one of those remote 
control helicopter deals. The only 
difference here is that you'll have to 
use the B button occasionally to give 
Crash a leg-up to avoid the tanks 
once they hit the ground. It's not hard, 
but it's easily the hardest version of 
this game yet 

With that done, go left and continue 
doing so until you spy a jump block 
located near an incline, lump off the 
incline onto the block and onto the 
ledge where the next mini-game - 
BEAR WITH ME - is located. This is 
another game similar to GRIN AND 
BEAR IT. What you need to be careful 
of are the numerous Nitro crates 


littered around near jumps and 
enticing Wumpa Fruit. Our advice is to 
take things slowly and only use the 
boost when you know you'll need it 
Now jump on the jump box to your 
immediate right and head right along 
the upper path. Keep going until you 
see an iron block, lump on that from 
the incline and leap from there to 
Tech Park's uppermost level. 

Continue right and you'll stumble 
across TECH DEFLECT, which is 
basically exactly the same as all the 
other "bounce-the-bair mini-games 
except it has more of those guys with 
the shields. Go for them first by 
bouncing your balls against the wall 
(Heheheh - Juvenile Ed) and 
everything should be sweet 
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LEVEL FIVE - TECH VARK (CONT.) 


Now that you've bested the goons of 
TECH DEFLECT, go the right and do a bit 
of platform jumping to reach the next 
mini-game: TANK YOU COME AGAIN. As 
you probably guessed from the 
exceedingly cheesy title, this is another 
one of those "drive the tank through 
the maze" deals and - aside from the 
rather nifty techno theme - there is 
very little to differentiate this one from 
the ones you've done before. The only 
real additions are the spotlights that 
trigger airstrikes if you happen to roll 
into their radius. But, you know, all you 
need to do is avoid them. It's not hard. 

Once again, continue right and do a 
bit of platform jumping until you reach 
the gate that leads to the final boss in 


the game. Of course, you can't go in 
there yet because you don't have 
enough crystals, so drop straight down 
onto the platform below and you'll find 
BAT TO THE FUTURE, the fifth and final 
mini-game in Tech Park. As you might 
expect, this game is very similar to 
BATS IN THE BELFRY. It has more 
scientists and Nitro crates, but that's 
about it The charge shot can be quite 
useful here because it is capable of 
taking out multiple crates and enemies 
at once - so make liberal use of it, 
okay? 

Now, make your way back to the 
platform directly above... it's time for 
the final boss battle! 


BOSS BATTLE* RIPTO AND CORTEX 

For the final boss battle in the entire game, this fight 
is actually remarkably easy. When Ripto and Cortex 
come out in their ship, shoot and destroy the guns 
really quickly before they can fire. Now the diabolical 
duo's ship will change form and grow two rather 
large arms with which to pummel our hero. What 
you need to do here is dodge the arms and shoot the 
three individual parts that make them up. Do this for 
both arms and - BLAU! - Cortex and Ripto are 
defeated! Huzzah! That's the end of the game! 
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GREAT GAMING ADVICE FROM 


Dear Nurse Ness, 

In Pokemon Ruby, I need to 
find the berry blender so I can 
access the safari. 

Please help! 

Robert 

Hi Robert! 


Pokemon and try to impress 
the judges and audience with 
its general physical condition 
and the moves it can do. To 
make your Pokemon more 
appealing, you need to feed it 
Pokeblocks, which you can 
make by blending berries in 
the berry blender. 


Heya Robert, 


the Slateport Contest house. If 
you want to enter the Safari 
Zone, you also need to obtain 
the contest pass from 
Verdanturf Town 


I hope that helps! 


One of the best things about 
Pokemon Ruby a nd Sapphire 
is that you can enter contests. 
In a contest, you select a 


Now, you need a Pokeblock 
Case to make Pokeblocks. To 
find the Pokeblock case, you 
need to visit the little girl in 



Dear Nurse Ness, 

I recently bought the original 
Golden Sun and I've run into a 
problem. You see. I'm up to the 
cave at Fuchin Falls and I've got 
no idea what to do now. Could 
you help me out? Also, my 
brother lames has a problem 
as well: he wants to know 
what "Ki" is. Could you lend 
him a hand too? 

Thank you very much for your 
help. 

Robert McKendrick 


This is going to be a long 
answer, so get ready! 

Fuchin Falls Cave is basically a 
test that you must pass to 
convince Nyumpa to help you 
through Mogall Forest. The 
first thing to do is head is 
head down the stairs and use 
the stepping stones in front of 
you to hop towards the 
watefall. Once you've spoken 
to the man there and gained 
entrance, read the words 
engraved on the stone ahead 



WELCOME 

TO ANOTHER EDITION OF 
NURSE NESS! 


r Another issue of GBA World a nd another 1000 questions! I 
am snowed under with letters and emails and I want to thank 
everyone who has taken the time to write to me. I will endeavour 
to answer you all - just be patient and I'll get there eventually! 


Keep writing in!!! 

Nurse Ness, GBA World 
78 Renwick St Redfern, NSW 2016 
Or email me at: Nurse_Ness@hotmail.com 
^ Happy gaming! 
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and they'll supply a clue to 
help you overcome the trials 
ahead. Write this down so you 
remember it 

Now jump on the left log and 
proceed north into the next 
screen. Here you'll find a 
chamber filled with water with 
several stepping-stones 
serving as a bridge. Take the 
middle stone and head north 
until you come across three 
doorways. Take the western 
door to find a new Djinn. 

Head back and take the 
eastern door. You should now 
see two logs floating in a 
pool. Ride the top one to the 
north, get off, and then take 
the easternmost log to the 
west Hop onto the log above 
and return south, jump on the 
horizontal log there and ride it 
north until you reach the 
western door. Go through the 


door, take the Dragon's Eye 
from the altar and go back to 
the room you were just in. 
Now head to the room with 
the dragon statue and put the 
Dragon's Eye in the empty 
slot 

Now go to the room with the 
ledge overlooking the spikes. 
Because you used the 
Dragon's Eye, there will not be 
an invisible path that you can 
walk across. Enter the door it 
leads to, head north and then 




SK&TT1 


slide down the wall. Open the 
treasure chest next to the 
plaque to receive the Orb of 
Force. Now climb up the 
ladder in the adjoining room 
and follow the path around 
until you find yourself back in 
the room with the invisible 
path. And that's it! The trials 
are now complete! Go back 
and talk to Nyumpa to 
continue the rest of your 
journey. 

Oh! I almost forgot about Ki! 
Tell your brother that Ki is 


basically just another name 
for the force. Talk to Nyunpa 
when you've completed the 
trials and he'll explain this 
new power to you. 

Phew! That was a long one! 

Dear Nurse Ness, 

I Am Having Problems With 
Golden Sun: The Lost Age. I 
Can't Defeat Dullahan In The 
Shrine Of Contigo. I Hope You 
Can Help Me. (You know; I 
remember when capital letters 


' 




mm 


mm 

Tv v7v,v.i 


_ 




* * 


_ 






































were only used at the start of a 
sentence and for proper nouns. 
How The Times Change! - Ed) 

Thanks, 

Chris Pyle 

Hi Chris, 


him. In the third turn, let all 
four of your front row 
character die. Now get 
everyone to cast Eclipse in the 
fourth turn and (if applicable) 
use your strongest Psynergy 
in the fifth turn. Bingo! One 
dead Dullahan! 


Dullahan is probably the 
hardest boss in the entire 
game. You need to be at least 
Level 50 with all 8 characters 
to attempt challenging him... 
otherwise you will have a 
long, hard, and ultimately 
fruitless battle to fight It 
sounds rough, but that's the 
way it is! Here's a proven 
battle strategy for you to use: 


Dear Nurse Ness, 

Can you please tell us where 
we can locate Dragon Claw in 
Pokemon Sapphire ? Also, 
where can we find firachi in 
Pokemon Ruby ? 

Thank you, 

Mandi & Miska 

Hey girls. 



legendary Pokemon in 
Colosseum on GameCube. See 
our review in the last issue of 
GBA World for more details! 


Dear Nurse Ness, 

I am Carter and I want to know 
something about Zelda: A Link 
to The Past I want to know 
where the Watergate Dungeon 
is. I also want to know how to 
get the Hookshot. That is all I 
want to know. 

Carter 


Dungeon. What you need to 
do is picture the Light World. 
The region south of Link's 
house in the Light World is a 
swampy region, with a small 
stone structure at the south of 
it. This is where we need to 
go, but we need to go there 
in the Dark World. 


Hi Carter, 

I am Ness and I want to help 
answer your questions about 
The Legend of Zelda: A Link to 
the Past First off let's look at 
how to get to Watergate 


So, go to where Link's house 
would be if you were in the 
Light World. There's a house 
there, but it definitely isn't 
Link's. Go south from that 
screen and continue for two 
full screens. Now go west for 



What I learn here, I can put to use on 
nefarious deeds... 


I. 
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Equip normal Djinn and 
populate your front row with 
Fire and Earth Adepts. In the 
first turn, get everyone to cast 
Daedalus. Make sure at least 
one character survives until 
the next turn. When this turn 
comes around, attack 
normally and the four 
missiles from the 
previous turn will hit 


The Dragon Claw can be 
found in Shoal Cave in 
Mossdeep City. In order to 
access the cave, you must 
wait until low tide comes in 
and the water is shallow 
enough to traverse. 

lirachi is not available in either 
GBA Pokemon games. 
However, you can find this 








































another screen. You should 
now see a small stone 
structure, identical to the one 
in the Light World, flanked by 
two statues to the south. 
Enter this small building and 
you'll find yourself in 
Watergate Dungeon. Huzzah! 

Oh, and the Hookshot-? That 
can be found in Watergate. 
You can't complete the 
dungeon without it, so keep 


looking and you'll snag it 
eventually. Good luck! 

Dear Nurse Ness, 

Could you please tell me which 
Pokemon lets you see Mirage 
Island in Pokemon Ruby ? I'm 
saved if you tell me! 

Thanks, 

Adrian Goss 

Hello Adrian, 

What's Mirage Island and why 
is it there? Well, Mirage Island 
randomly appears on Route 
130 and is full of wild 
Waynauts. It is also home to 
the one-of-a-kind Liechi berry, 
which is extremely useful for 
making powerful Pokeblocks. 


How do you get to this 
wonderful place? Well, it goes 
a bit like this... 

You need a Mirage Island 
Pokemon to let you enter the 
island. These are found 
randomly in the wild. They 
could be from any species. 
There's actually a really 
complicated means of 
determining whether or not 
your Pokemon is Mirage 
Island capable, but it's quite 
difficult to understand and not 
worth going into here. 

Instead, just go to the man 
who lives to the southeast of 
the Pokemon Centre in 
Pacifidlog Town. He can tell if 
you've got a Pokemon 


Well, that's it for this issue of GBA World ! As always, thanks to 
everyone who wrote in - without you guys, there would be no 
Nurse Ness! Cheers! 


capable of taking you to 
Mirage Island. If he tells you 
he can see Mirage Island, 
then that means it's there and 
waiting for you on Route 130. 
The only foolproof way to get 
this to happen is to bring 
every single one of your 
Pokemon to him every time 
you catch a new batch. It may 
take a while, but eventually 
he'll give you the good word. 
Be persistent! 
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Hooray for me! After 

^ so many months of languishing with a ^ 
measly two three pages. I've finally got myself 
a huge preview spectacular! I've got new Mario, 
^ Pokemon and Zelda games to show you. y 
Come on in and have a look! \ 
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Pick a card... any card 
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No, we have no idea what he 4 
saying either... 


imLTc*'? 


A picture of a castle. A castle... 
of DOOM! 


Donald and Goofy are Sora's stalwart 
companions throughout his adventure. 


— Jr? 


Combat is quite hectic compared 
to other Square-Enix games. 


KINGDOM HEARTS: CHAIN OF MEMORIES 


FINAL FANTASY + DISNEY = FUN! 


r' 


►Distributor: TBC 


►Type: RPG 


►Out: TBC 


i When it was first announced for the 

V 

PS2 a few years back, the original 
Kingdom Hearts had RPG purists 
reeling in shock. The audacity of the 
whole concept - putting Square-Enix 
characters in the same game as 
Disney favourites - was simply too 
much for a lot of hardcore fans to 
swallow. But then the game came 
out and was actually pretty good. Will 
this success be emulated with the 
mysteriously named GBA version, 
Chain of Memories? 


polished isometric RPG romp that 
makes up for its lack of depth with 
sheer style and visual finesse. 
Gameplay focuses heavily on button- 
mashing combat and incorporates a 
strange "card" system whereby your 
actions are dictated by the magical 
cards your draw from a deck each 
time you try and do something. For 
example, you might try and attack but 
end up drawing a card that forbids 
you to - which means you'll have to 
wait and try again. 



the rest of the game is looking 
fantastic. Full review coming 
soon... we hope! 


Probably. From what we saw of the 
game at this year's E3 event, Chain of 
Memories looks to be a nicely 


To be honest, we found this 
system to be mildly frustrating 
and a tad superfluous. However, 


PROSPECT: 
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FANBOY GOODNESS 

One of the best things about the original Kingdom Hearts 
on the PS2 was its blatant pandering to Square fans in 
the form of remodelled, revoiced Final Fantasy 
characters. The list of FF characters to appear in Chain of 
Memories hasn't be revealed yet, but this screenshot i 
here shows that Cloud from FFVII makes an | 

appearance. Now if only they 1 d put in Kefka... 





































'My soul is gone too, which is why 
I have these weird purple eyes!" 




- They'll tell us what it is, yes, but will they explain 
how to actually use the damn thing? 

The winged| 
oooooooooooo 
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% My Puzzle is Sonet |jj.ong 
y th the spirit, insist" 

X YU-GI-OH! RESHEF OF DESTRUCTION 

DO YOU KNOW THAT THREE NEW YU-GI-OH! GAMES WERE MADE 
IN THE TIME IT TOOK TO WRITE THIS PREVIEW? 


► Distributor: Atari 


► Type: RPG 


►it's no secret that we're not very 
fond of the Yu-6i-0h\ games here 
at GBA World. This isn't because of 
any bias on our part but more due 
to the fact that almost every 'iu-Gi- 
Oh! game we've played requires 
an almost encyclopaedic 
knowledge of the TCG in order to 
enjoy it The Sacred Cards was a 
little different in that it spiced 
proceedings up somewhat by 
including an RPG style quest to 
entertain those baffled by the 


► Out: September 

intricacies of duelling, but still... you 
know... it sucked. 

Reshef of Destruction is the 
sequel to The Sacred Cards. Players 
take the role of unnamed duellist 
saddled with the responsibility of 
ridding the world of the evil Dark 
Reshef with the help of Yugi and 
loey. We have no idea what a 
"reshef is, but we can only 
assume that it a) is pretty nasty 
and b) probably likes to settle its 
differences by playing a card 


game nobody on the staff of this 
magazine understands. 

However, there's a good chance 
that YOU understand and enjoy the 
card game - and that probably 
means that you'll understand and 
enjoy Reshef of Destruction as well. 
We're just hoping they actually 
bother to include a tutorial for 
newcomers this time. 


Oltt 



Oh look - fire. Good for light, 
warmth and burning your copy 
The Sacred Cards. 


Toot-toot! All aboard the Duel 
Express! First stop: Crap Game 
Town! 
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WHEN WILL IT END? 
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The release of Reshef of Destruction and the upcoming 
Destiny Board Traveller will see the number of Yu-Gi-Oh! 
games available on GBA climb to seven. SEVEN. The only 
other franchise with a similar number of GBA games is 
Mario. Do they have some kind of machine that just 
produces these things out of thin air every few months? Or 
are they just reselling the same game over and over again 
with minor changes each time? We ll let you decide the 
---—. answer to that one. 





























Ice levels are sure to be 


predictably irritating. 
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Mario! So good to see you! Come 
here and gimme a big hug!" 
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Most tables require you to take out 
'all the monsters before continuing.. 




MARIO PINBALL 


THERE'S ONLY ONE WORD FOR A GAME LIKE THIS: "BALLSY' 


► Distributor Nintendo ► Type: Pinball 


As we made clear in GBA World *5, 
Pokemon Pinball: Ruby & Sapphire 
is a very fine game indeed. 
However, instead of being a real 
Pokemon pinball game per se, it is 
better characterised as a standard 
pinball game with some Pokemon 
thrown in for the hell of it - that is, 
it is more pinball than it is 
Pokemon. 

Not so with Mario Pinball. This is 
a Mario game first and foremost 
that just happens to take place 


► Out October 


within the confines of a pinball 
table. Using Mario as the pinball, 
players will have to bop traditional 
Mario enemies, collect stars, 
navigate obstacles on the table, and 
fight boss monsters. The tables 
we've seen so far were all single 
screen affairs that depict a variety 
of environments that seem to have 
been lifted straight out of Super 
Mario Bros. 3, including an Egyptian 
themed desert level and the 
standard dreaded ice level. 


As you can see from the 
screenshots, the visuals are 
absolutely luscious and have 
captured the colourful Mario style 
perfectly. Our only complaint is that 
the tables available thus far all seem 
a bit simplistic, but there's a good 
probability this will improve by the 
time the game launches in October 
- which is exactly when we'll have 
a full review. 
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RECAP CORNER 


just in case you missed the issue in which 
we reviewed Pokemon Pinball, here's 
what we said about it: 

"If you're a Pokemon fan who's looking 
for something a little different or someone 
who just enjoys a good pinball game, 
Pokemon Pinball: Ruby and Sapphire 
definitely won't disappoint" 


itfri/fk. © MTimflirf: So, as you can see, we like it a lot 
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Why just have a ball when 
you can actually be a ball? 


















Puzzles in the Minish Cap will rely heavily 
on Link's newfound shrinking powers. 


HONEY, I SHRUNK THE LINK! 



> Distributor: Nintendo 


Next to the grand revelation that 
was the Nintendo DS, the surprise 
announcement of a new Zelda 
game for the GBA was easily the 
most exciting piece of news we 
heard at this year's E3. It's a 
completely new Zelda game! 
Developed by the same team 
responsible for the Four Swords 
portion of A Link to the Past*. If this 
information isn't enough "to make 
you buzz with glee, then you - as 
Snoop Dogg might say - need a 
smizack upside yo' hizead. 


of the vety small suddenly 
becomes the world of the very 
large as everyday objects like 
mushrooms, grass and insects 
tower over the tiny Hero of Time. 
Aside from lending the game a 
unique visual flavour, these 
shrinking shenanigans also pave 
the way for some truly innovative 
puzzles and imbue The Minish Cap 
with a refreshingly fresh feel that 
previous Zelda sequels have 
sometimes lacked. 


Link can suck up objects and propel 
them forward to achieve a variety of 
objectives like hurting enemies or 
solving puzzles. Simple little gadgets 
like these and the myriad of ways in 
which they can interact with the 
environment are what make the 
Zelda games so enjoyable to play, 
so here's hoping that the vacuum 
thingy is but the first of many neat 
new goodies. 


Unfortunately, no firm release date 
has been set for The Minish Cap. As 
soon as we find out more info, you 
can bet your incredible shrinking hat 
that we'll tell you about it. Stay 
tuned to GBA World for future 
updates on what just may be the 
best GBA game ever released. 


In addition to his newfound 
shrinking ability. Link also has a 
host of cool new items to play 
around with. The most interesting 
of these we've seen is a vacuum 
device not unlike the magnet 
featured in Four Swords. With it. 


So, what do we know about The 
Minish Cap thus far? Well, first of 
all, there's the fact that Link now 
has the ability to shrink himself 
down to an almost microscopically 
small size. In this form, the world 





















"A1IEEE! THOSE MUSHROOMS ARE 
HUGE! Oh... wait" 



KIN-KY LINKY 


One aspect of the Minish Cap we find particularly interesting is kinstone 
collection. Kinstones are basically mystical artefacts that open up new 
areas and (we think) grant Ml' Link new abilities. What happens is that you 
find half a kinstone, find someone with the other half and then complete 
a mini-game to match 'em up. Because Minish Cap will be compatible 
with the GBA Wireless Adapter, you can actually swap and match 
kinstones with real people too - nice! 


A leprechaun! Kill it! Kill it before it 
incinerates us all! 


5E KINSTONES 
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The kinstone mini-game - less 
complicated than it looks. 
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POKEMON: FIRE RED ft LEAF GREEN 


IT'S POKEMON... DO WE REALLY NEED TO SAY ANYTHING ELSE? 


► Distributor: Nintendo ► Type: Pokemon ► Out: September 


Even though they were released 
over a year ago, Pokemon Ruby 
and Sapphire are still topping GBA 
sales charts in Australia and all 
over the world. To be perfectly 
frank, the games haven't stopped 
selling since they came out and it 
doesn't look like they're going to 
anytime before September this 
year - right when Pokemon Fire 
Red and Leaf Green hit Australian 
retail shelves. After all, if there's 
anything that'll stop us from buying 
more Pokemon it's... more 
Pokemon\ 

This isn't an entirely new Pokemon 
adventure, though. Fire Red and 
Leaf Green are actually GBA 
remakes of the very first Pokemon 
games that appeared on the 


graphical enhancements that we've 
come to expect, these new 
versions of Red a nd Green will 
feature all 300 Pokemon (including 
those from Ruby, Sapphire and 
Colosseum ), a new tutorial system 
endearingly entitled "Teachy TV", 
and a neat little "recap" system 
that gives you a brief rundown of 
what you've been up to every time 
you load up your saved game. This 
last feature will be an absolute 
boon for those of us with sporadic 
gaming habits and bad memories, 
as there's nothing worse than 
coming back to a game after a 
long break and realising that you 
don't remember what you're 
supposed to be doing. 

However, that's not all that Fire 


ggSmsmm* rnr 

aspect of these games is the fact 
that they will come bundled with 
Nintendo's new GBA Wireless 
Adapter. With this little doohickie, 
you'll be able to connect with other 
nearby Pokemon players and do 
cool stuff like chat in the Union 
Room, trade Pokemon, and - of 
course - battle! In addition to that, 
the Wireless Adapter will be usable 
with any game developed to take 
advantage of its capabilities. Pretty 
neat huh? 

But like you guys need extra 
reasons to go out and buy Fire Red 
and Leaf Green. With these titles, 
Nintendo are offering a great game 
and a great piece of hardware in the 
same package - it really doesn't get 
any better than that. 



►POKeMON 


BAG 


SAVE 


OPTION 


EXIT 


?ck and organize POKeMON that are 
A/eling with you in your parti 


original Game Boy way back in 
1996. In addition to the customary 


Red and Leaf Green have in store 
for us. Perhaps the most exciting 


PROSPECT 
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WIRELESS WONDERLAND 



This here is a picture of the GBA Wireless Adapter that will come bundled 
with Pokemon Fire Red and Leaf Green. There's no denying that this will 
become an essential piece of GBA kit in the near future, with plenty of 
upcoming games penned in to utilise its unique capabilities. The one or 
two of you out there that don't like Pokemon don't have anything to 
worry about either, because in addition to the aforementioned packs, the 
adapter will also be available for separate purchase once its released. 
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Pikachu sure looks excited... 
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What wi 11 
CHRRMRNDER do? 


►FIGHT 

POKeh 


BRG^ 


... for a Pokemon that's about to 
get captured! Mwa ha ha! 
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Gotcha! 

PIKACHU was cauoht! 






























































GAME OVER 
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